fe) 

the Scrolls of Binding are also present in 
one or more of the Warhammer Armies books (although many are 
present as character mounts rather than autonomous critters in their 
own right). Creatures chosen as part of your main army do not count 
towards the Bound Monster Limit — only those chosen from the 
Monsters and Magic.allowance points do. 


a 
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For example, High Elves have the option to take Great Eagles as 

Rare choices, as presented in their Warhammer Army book. In games 
of Storm of Magic, they can take more Great Eagles as part of their 
Monsters and Magic allowance. The fact that they've chosen Great 
Eagles from their Rare choices doesn’t prevent them from binding more 
into their service. 


You might occasionally find that the special rules, characteristic 
profile and/or points values presented on the Scroll of Binding 
are different to the ones. ih a Warhammer Army book. Where this 
happens, always use the rules given in the place where you have 
bought the models from. This might sometimes lead to two similar 
units in your army haying subtly different rules, but this is fine as we 
can assume wild or bound monsters will be slightly different to those 
_ trained to fight in an army. 


ia art 


For example, in the Warriors of Chaos Army book, Dragon Ogres 

have the Will of Chaos special rule, but they do not on the Scroll of 
Binding in this volume. If a Warriors of Chaos army includes two units 
of Dragon Ogres, one from the Army book; and one from the Scroll of 
Binding, then the first unit benefits from the Will of Chaos special rule, 
whilst the other doesn’t (in this case the first unit is more disciplined). 


<} | -and Chomp Attacks. 


COLOSSAL BEAST 

A Colossal Beast towers as large as a hill, and is just as difficult to 
slay. The Colossal Beast may only be wounded by attacks of Strength 
4 or higher. Regardless of an attack’s Strength, the creature can never 
be wounded on better than a 3+. If the Colossal Beast is subject to - 
a spell or special attack that would cause it to be slain outright, it : 
suffers D6 wounds instead. 


The Colossal Beast is so-massive that it can crush entire regiments 
beneath its bulk. The monster’s Thunderstomp inflicts 2D6 hits. 


LARGEST OF MONSTERS 
This creature is so enormous that it can Thunderstomp everything 
but other models with this special rule. 


INCARNATE ELEMENTAL 

Incarnate Elementals are completely immune. to the spells of their 
governing lore (an Incarnate Elemental of Death is immune to spells 

from the Lore of Death for example.) In addition as an embodiment 

of magical force, an Incarnate Elemental is subject to any particular 
effects that cause additional harm to Daemons and Undead (such as 

the Lore of Light Exorcism power for example), except if caused by “ 
spells of their governing lore. 


CHOMP AND TAIL ATTACKS 
Some Scrolls of Binding present options that grant ‘Tail Attacks, 
| Chomp Attacks or modify how a model’s Stomp works. 


A model with a Chomp Attack has an additional. Attack to 
those shown on its profile. This Attack should be rolled for 
separately, or with a different coloured dice, as the option that 
granted the Chomp Attack will often also give that Chomp 
Attack further special rules. Additionally, a Chomp Attack 
always receives a bonus of +1 To Hit against models with the 
Large Target special rule, on account of it being much easier to 
take a bite out of bigger enemies! 


Tail Attacks are much like-Chomp Attacks in that they grant 
the model an additional Attack that should be rolled for 
separately (soa model with both a Chomp Attack and a Tail 
Attack would have a total of +2 Artaéks). A Tail Attack receives 
abonus of +1 To Hit against models fighting to the creature’s 
rear — they're much easier for the tail to get to grips with! 


If the model’s Attacks are normally subject to a special rule such 
| -asPoison or Killing Blow, then this rule also applies to the Tail 


Incarnate me emental 6f Fire 
re wind of Agshy is one of the most wantonly destructive of all the winds of magic. It is all-consuming and insatiably hungry. ‘i it embodies fire 


and blazing heat. It is said that the Incarnate Elemental of Fire of which is born from it has such terrible wrath made‘ manifest and possesses ; SE 
malignity and fury the equal of any Daemon. 


7? 


Manifesting within colossal pyres lit by those whose arts are fanned by the dry, hot wind.of Aqshy, the Incarnate Elemental of Fire towers over the 
battlefield — a lean and terrible form, cinder-black and ash-strewn, from which phenomenal heat radiates. Few can withstand its wrath and it can 
unleash such a firestorm that armour turns to molten metal and artillery explodes, red-hot shards of metal slicing through the air and the flesh of 
- those who stand nearby. Known in the lore and legend of the Empire as the Charred Ones, the Black Harvestmen and Jack O°Cinders, stories speak 

of the wrath of the wizards of the Bright College during the brutally fratricidal wars that wracked the Empire in centuries past, where these conjured — 
creatures were used to wantonly destroy entire towns and villages that had provoked the ire of one or other Imperial faction, laying swathes of the 
land to ash-strewn waste. Despite the nightmarish quality of these towering monsters and the tales that crowd them, they hold a place of honour in 
the legends of the peasants that dwell in the hardscrabble lands in the lee of the Grey Mountains of Bretonnia. Here stories hold that a score of these 
» burning creatures, called up by a mysterious warlock, defeated a tide of unkiving horrors that swept the lands after a local lord succumbed to the : 
temptations of a bloodless bride. The nobility of the region still begs to differ with the folktales however, and makes a point of tearing down the burned- 

- wood fetishes with which the commoners seek to protect their hovels; however the scorched and blackened fortresses and keeps that dot the region offer 

evidence to the contrary. 


~ 
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SPECIAL RULES Sef ae 
5+ Ward save, Large Target, Terror, Unbreakable, Unstable, ...50 it came to be that I was with the gunnery train of Captain a 
Incarnate Elemental, Ashes to Ashes, Gift of Fire & Flaming Se when the army assaulted the granite fortress of Kerbros 
Attacks. Its combat attacks (but not its Thunderstomp) also have the Reaver. For seven days we pounded the walls and gatehouse 
the Multiple Wounds (D3) special rule. - with shot, and the dust was so thick in the air that everyone was 
; : coated in thick grimy layers of grey. But once the great clouds had - Si 
Ashes to Ashes: The charred body of the Incarnate Elemental of Fire cleared, the gates still stood as and she walls were battered, but ero 
is a living pyre, radiating appalling heat and difficult to harm. Non- unbreached. eens / ~ 
~ - magical attacks suffer a =1 to hit against the Incarnate Elemental of Sather Wes Cae th Se 
ji Fire, and it has a 2+ Ward save against Flaming attacks. It was then that with heavy heart the general summoned Albrecht, 
; ; res the Bright Wizard, after our failure. The wizard set up a massive "1s eae aia 
Gift of Fire: The very presence of the Incarnate Elemental of Fire | pyre before the army, and set his acolytes to chanting around it. ‘ ; 
can be enough to set off powder and shot, and kindle flame in For three days the fire burned, and with some misgiving on the 
wood and tinder. At the start of the Magic phase roll a D6 for any part of the common soldiery—myself included—the captives we 
_ war machine or building within 12" of the Incarnate Elemental of | had were fed to the fire until the acolytes’ ceaseless chanting had the 
_. Fire. Ona 6 it suffers D3 wounds with no Armour save. If the war army on edge and many questioned 1 the wizards purpose. Then on 
machine uses the Blackpowder Misfire chart and is destroyed by this the fourth day the chanting ended andthe great pyre rose up and _ 
‘ attack, all other ena within D6" suffer a Stents 3 hit. walked like aman. The behemoth of cinders:and flame reached ae 
gate of the fortress in but a few immense strides, the fierce heat of 
Additionally, during the Magic phase the Incarnate Elemental of Fire its body scorched the stone of the walls and caused the great oaken 
cay unleash one a the following Bound spells: ‘ gates to burst into flame. Missiles hurled by the defenders were 
boo Ye 3 | mere annoyances to the creature, and minutes later it shouldered 
e Ses ceaing Fire:Cloak i te aaa aside the charred remains soft the gates. aor I =p 
eneend Spell 4+, see page 492 of the Warhammer rulebook eae p : 2 rt e 
The fortress fil that day, brought low by the wizard’ 5 summoned 
° Piercing Bolts of Burning Bae, rather than our fk cannon. 
Bound Spell 7+, see page 492 of the Warhammer rulebook. SH 
Bette oss ie : e: ‘ ~ Brom the journal of } eer Volsrung, mercenary soldier 
, "Serving in the armies of the Principality of S Searosio” 
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. If the unit has the type Cavalry or Beasts, the Panic test is 


C ummoned through savage and secret rituals known to few humans outside the initiates of the Amber Order of Wizards — and dark lore has it 
" the Bray Shamans of the unholy Chaos Beastmen herds — the Incarnate Elemental of Beasts is also known in legend as the Bloody Hidesman, 
the Horned Man or the Faceless Hunter. It is a towering, half-human figure that embodies the ferocity and merciless hunger of the wild and contains 


_ within it the turbulent spirits of numberleéss predators, both animalistic and cruel. Its taunt-sinewed form springs and bounds with ease through the 


densest wood or barren moor, running down its prey without mercy or cease. Once it has brought them to ground it Bere and rends its foes in an orgy 
of unrestrained bloodlust, whilst its howls alone can drive its enemies to flight in sheer terror. : 


Those masters of the hidden lore of Ghur speak of bloody rites to be performed before a great idol of beast skulls and freshly flensed hides should one 
dare to call upon the power of the Bloody Hidesman, and the terrible price of doing so. But such is the dire need of these endless days of warfare that 
when the land is threatened, or the commanding wizard’ desire for destruction or vengeance is sufficiently great, then the power of this Incarnate 
Elemental is brought forth to devour its master’s chosen prey. 
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Type Unit Points 
7, Monster 1 275 
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54 Ward s: save, Tangs Target, Terror, Unbreakable, Unstable, 
Incarnate Elemental, Impact Hits (D3), Howl of the Great 
Beast & Swiftstride. 


Howl of the Great Beast: So long as it is not already engaged 
in combat, the Incarnate Elemental of Beasts may unleash a 
piercing howl in the Shooting phase that freezes the blood 
and fills those who hear it with mortal fear. All enemy units 
within 12" must'take a Panic test in response to the howl. 


taken ‘at -2 Ld. The usual provisions for Panic tests apply, 


‘Chaos Siege Giant Special Attacks: Chaos Siege Giants do 
Chas a Se s C Giant not attack in the same manner as other creatures, being too large, 
i / ag 728 ;: ~ ; fractious and in the case of the Chaos-tainted and mutilated Siege 
A a ome ee ae P ¥ Giants, too insane to carry out a coherent plan of attack. In order 
BS s w “3 A Troop Type “Unit Size Points to determine what a Chaos Siege Giant does in each Close Combat 


“3 Special Monstey : “tt, phase, pick a unit in base contact with it and roll a D6, applying 


’Eadbutt: The Chaos Siege Giant targets a single enemy model from M? ) 
the target unit that is in base contact with it, automatically inflicting — 

one wound with no Armour saves allowed. If the victim is wounded ~ 

but not slain, then the victim is dazed and loses ‘their subsequent 

attacks. If the victim has not yetattacked/in the combat found, they. 

lose their attacks this round, or if they have already attacked, then” 

they lose all their attacks in the next round instead. 


_ Chaos ae Giant 


Aone 


emesis Sih SS = a te SS er Raa “gh the result shown on one of the following tables. Which table you 


ie Pavitt : use depends on the size of the Chaos Siege Giant’s victim. When 

« ~ EQUIP MENT Se ‘ fighting characters who are riding monsters, decide whether to attack 
~@ Hooked blades, picks, an rage (hand ae)! : ms ; the rider or mount before rolling on the table. 
° Siege Armour Ee Gs : ; / BS br ; le : 


Yell and Baw: The Chaos Siege Giant bellows and howls at the 
enemy in an inarticulate but utterly terrifying tirade of abuse. - 
Neither the Chaos Siege Giant nor models in base contact with it 
fight if they have not already done so this round. The Chaos Siege 
Giant's side automatically wins the combat by 2 points. If both sides : 
have a Giant’that Yells and Bawls, the combat is a draw. 


OPTIONS ~ ree : 
e Runes of Hate AS RSA DTS. SF ALE NOR RRO RAERRT ce OA AY GRR OR IR, re lone N tea RC 
Some Chaos Dwart Daemonsmiths go further. when encasing Giants in their siege armour, binding the metal with a hellish: and ae * 
runes of Hashut which serve to push the weak and primitive mind of the! Giant further i into malignant insanity. A Chaos Siege Giant with 
_ Runes of Hate becomes subject to the Berserk Rage: ‘special rule (see the Frenzy special rule in the Warhammer rulebook, but note that ‘the © 
_ other rules for Frenzy do not apply). In addition, whenever the Chaos Siege Giant’s player is called upon to roll fora random n number of 
attacks) this result may be re-rolled. The second result must be used, even n if i itis is worse than the first. eee aa s tots pecan D6 Result 


Qn sce Be er ota Ge a SSP ho A Legbreaker! 


zs Y : ; ; 1-2 
i % Scaling Spikes... sean Miduncta adage itl coe ck tomes ian points cach ee eahe tC eb eith Pick 


“A Chaos Siege Giant’s armour can be fitted with scaling spikes and hooks and chains to aid the army’s assault against fortifications, and : ; 5-6 >Radbutt 

~ these may prove useful even if the Chaos Siege Giant ‘perishes i in the attack. Ifa Chaos Siege Giant with this upgrade perishes and falls over 
an obstacle such as a moat, ditch or wall (ie, with the Falling Giant template lying across it), either leave the template i in place or 

mark the obstacle, which now may be crossed by the player’ s forces as clear. ground. Additionally, if the Chaos Siege Giant dies at the foot. 


BIG THINGS CHART 

Use this chart when fighting Monsters, Monstrous Infantry, 
Monstrous Cavalry, Chariots, War Machines and anything 

else with the Large Target special rule (except buildings) and 


_ characters riding any of the above. 


Flail and Crush: Being too heavy to jump up and down as a normal 
Giant can, when moved to a frenzy of violence the Chaos Siege’ 
Giant however does its best to mash anything close underfoot and 
flails blindly with its oversized weapons. First test to see if the Chaos. 
Siege Giant falls over (see previously), with any wounds caused if it 
does counting towards the combat result. If the Chaos Siege Giant 
remains on its feet, select a target unit in base contact. That unit 
sustains D6 Strength 8 automatic hits. Resolve wounds and saves as 
normal as the armoured bulk of the Chaos Siege Giant batters them 
into the ground. 


“MANSSIZED OR SMALLER THINGS CHART 


of a building or fortification, allied models sssudleaany epee across the location of its peeks (see ae gain a special +1 bonus to. 


their Combat Resolution. 


SPECIAL RULES 
Large Target, Terror, Stubborn & iedinaind to Psychology. 


' Siege Acecues Chaos Siege Giants are encased in massive plates 

of iron and bronze armour inches thick, alternately strapped, nailed 
and fused into their flesh. This, coupled with the Giant’s bulk, makes 
them all but impervious to arrow fire, although it proves less effective 
against a foe brave (or foolish) enough to get in close enough to 
attack the Chaos Siege Giant's less protected thews and vitals. 

The Giant has a 5+ Armout save, which i increases to 3+ against 
shooting attacks. 


4 


Fall Over: Chaos Siege Giants, chariks to the fact they are cocked a, 


in iron plates hammered and bolted over their bodies, are even more. me 
unstable on their feet than ‘unmodified’ Giants. This can prove as — 
dangerous to friend and foe alike when several tons of angry flesh 

~ and sais metal comes toppling down! ‘ 


ae hae Sines Giitnhane ptteoies whasher! it will Pall over if oS 
of the following ARE ? : 


a9! 

© Ifitis beaten ‘in close combat. Test once combat results are 
determined but before a Break test is taken. 

© Ifiris fleeing at the start of the Movement phase. 

© When it crosses an obstacle. ‘Test when the obstacle is reached. 

e Ifthe Chaos Siege Giant decides to Flail and Crush an enemy. 
Test CBatepags beforehand. 


‘Tos see if a Chaos Gieae" Giant falls o over, rolla D6. On the rollofa 1 

or2, the Chaos Siege Giant falls over. A slain Chaos Siege Giant falls 
PE: 

over automatically. 
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To determine in which Patios the Chaos Siege Giant falls, sai 
<a Scatter dice. Place the Fallen Giant template withrits feet the 
~ model's base and its head in the direction of the fall. The Fa en 
Giant template is a special shaped template which otherwise t uses 
* “all the template rules from the Warhammer rulebook (so aly ~ 
_ models fying ely or partially under it are automatically 


hit). : 3 $5 ze 


A model hit by a falling Chaos Siege Giant takes a Strength a 
“hit that has the Multiple Wounds (D3) special tule. If the unit 
is in combat and the Chaos Siege Giant has fallen over while 
attempting to Flail and Crush, wounds inflicted by the falling 
Chaos Siege Giant count towards combat resolution. 

A Chaos Siege Giant that falls over automatically idee Sf 
one wound. If the Chaos Siege Giant is in combat, then this aN 
wound counts towards combat resolution. ie e 4 ; s 


ro 
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Once.on the ground (you may lie the model down ify you Wek) 
a Chaos Siege Giant may get up in its Moyement phase, but may 


not move that turn. Whilst on the ground a Chaos Siege Giant i: 


may not attack, but can still defend itself after a fashion so the 
enemy must still roll to score hits on it. If forced to flee whilst — 
on the ground the Chaos Siege Giant is slain — the enemy swarm 
over it and cut it to pieces, stabbing through ‘the chinks in the a 
Chaos Siege Giant’s armour. If the Chaos Siege Giant gets | the 
SRP OHO EY to pursue its foes whilst on oe ground, i it stands up. 


Use this chart when fighting ae not covered by the Big 
Things chart. 


_ Result 
Yell and Bawl 
Smash with Pick 
Flail and Crush 
Ripping Blades 


Legbreaker!: : The Chaos Siege Giant targets the legs of its outsized 
enemy with its Ripping Blades and Pick, tearing open hamstring 
muscles, severing limbs and slamming their foe into the ground. The 
Giant targets a single enemy model in the target unit that is in base 
contact. The Chaos Siege Giant and its victim then both roll a D6 


and add their Strength, and for each point by which the Chaos Siege 


Giant beats its victim's score, it inflicts D3 automatic wounds with 


~ noarmour saves allowed. In ‘addition, regardless of the result, any 


models other than the Chaos Siege Giant inflicting the attack in base 
contact with the victim must pass an Initiative test to get out of the 


_ way or suffer an automatic wound from the struggling foes! 


Smash with Pick: The Chaos Siege Giant brings down its pick on 
the head of its unfortunate victim, leaving little but a bloody red 
smear. The Chaos Siege Giant’s player chooses a single target model 


from the enemy unit that it is in base contact-with. The target may — 


Psy ‘attempt to avoid the blow by passing an Initiative test. If the test is 
- failed, the model suffers 2D6 wounds with no Armour save allowed. 
Be double i is rolled, the Chaos Sieg Giant's pick has embedded 


Ripping Blades: Equipped with massive hooked blades or oversized 


-flails mounted on bundles of chains, Chaos Siege Giants are equally 
‘at home smashing apart buildings and fortifications as they are 
sweeping mere mortals into a jumbled heap of torn flesh and broken 


bones. The Chaos Siege Giants’ enthusiasm however can sometimes 
’ . 
mean they prove more dangerous to themselves than the enemy. 


Select a target unit in base contact. That unit suffers 2D6 Strength 6 — 
automatic hits — resolye wounds and saves as normal. 


‘Ifa double 6 is rolled, as well as inflicting 12 hits on the enemy, the 
Chaos Siege Giant must immediately test to see if it falls over. Any ~ 


further damage done in this way counts towards combat resolution. r 
7 a 
>Re 
Ifa double lis rolled, something iat ies has occurred, 
If this has happened no damage is infli¢t@d on the enemy unit. 
Instead the Chaos Siege Giant suffers D3 wounds (no saves) and ; 
immediately falls over (the chain has wrapped around its neck, ; 
they’ve managed to stab themselves or something equally unpleasant — 
has occurred). Any wounds caused by the fall count towards combat ~ 


_ resolution as usual. 


_. Wall-Ripper: A Chaos Siege Giant may always choose to attack 


and destroy buildings régardless of the scenario (see page 399 of 
the Warhammer tulebook atid use the Watchtower description for 
fortified buildings where-appropriate), and may always choose to 
assault the building even if it is occupied, potentially bringing it 
down on top of any unlucky garrisoning troops inside. A Chaos 
Siege Giant always attacks a building with the Smash with Pick 
attack and need not roll for a random attack type. 


< 
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"Thecencienielove of the Kul tribes holds a tale that claims the 


' their doom. The infected flesh turned and writhed in*their Gut 


rolls are hideous and malformed creatures, among whom a wide 
variety of different mutated sub-species and terrible deformities 
can be found. Perhaps the vilest of these are the Bile Trolls — cursed, 
tortured creatures with an appalling hunger that can never be 
satiated. Corrupt of flesh and dwelling in living agony; who, 
unlike many of Father Nurgle’s children, receive no respite from the 
horror of their existence in their dark god’ ’s worship. Furthermore, 
although their ability to heal fresh injury is less than that of their 
kin (as overtaxed as it 18 by their own endless suffering); their 
touch is a lethal poison and their corrosive bile rots away odes 


flesh in seconds, 


descent of these creatures can be traced to an ancient Troll chief 
named Raak Stoneshatterer. A beast afflicted with unusual - bes%, 
intelligence and endless gluttony who in elder days, before the rise of 
the Great Bastion of the east, united many of his monstrous kin'in a 
great warband to challenge the Champions of Chaos thémselves for 
the favour of the Dark Gods. Raak and his monstrouskin grew fat” 
and arrogant, until on the plain of Scorched Bones they confronted 
the vast horde of Gulvas Bloatchild, favoured son of the Plague. 
Father. After days of fighting beneath the howling aurora, Raak 
and his kin stood triumphant. Wracked with unholy hunger from — 
their exertions, the Trolls descended on the dead of the battlefiel 
and devoured the bitter, cankerous meat of the fallen and so se 


and they were filled with the most potent diseases and canke 
Nurgle’s devising. So potent was this malediction it was mor 
even the vaunted regenerative power of the Trolls could overco 
but it did not consume them. Instead the infected Trolls became 
even more twisted, tormented creatures, their bodies bloated and _ 
agonised, endlessly regenerating only to be devoured again from 

within. Father Nurgles mirth was said to be great at their suffering — 


and fallen pride. 
Bile Troll 6 2 =i 5 5 


EQUIPMENT 


Suppurating page fangs and rusted cleayers (hand wespene 


SPECIAL RULES 
Fear, Stupidity, Poisoned Attacks, Regeneration ( 5+), in the guts of me Bile Trolls’ is so end et horrific it has ‘gi 
The Mark of Nurgle & Infected Vomit. these creatures their name. Instead of attacking normally, the un 


The Mark of Nurgle: Vile beyond belief and shrouded with leprous Choose one enemy unit in combat v eich the Bile Troll every ile 
vapours, the Bile Troll is difficult to target. Ranged attacks that _  Trollin base contact with this unit i inflicts an automat a 
target them are at -1 to hit. Models that target them in.close combat 5 hit with no Armour saves allowed. This hit also has th 
strike’at -1 WS. _ Wounds (D3) rule. These attacks are treated as magical. 
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_ are born, it is said according to arcane loré, when 


- had lease on a great scale, for in some way the echoes 


(” armine, or Encarmine Dragons as they are 
* sometimes known to dark legend, are strange 
and rare beasts even among their storied kin. They 


a dragon lair in which it is spawned has become 
saturated by Shyish, the Amethyst wind of death, 
which is gathered and magnified within the heart 
and soul of the dragon to be born. They are named 
Jor their strange and lustrous scales, supple as sin and 
harder than steel, which begin a deep ruby red when 
they are young, darkening to a purple so deep as to 
be almost black as they age, Carmine Dragons are 
sinister, clever and deadly creatures, and considered 
spectres of death in many ancient tales, and one’s 
appearance in the lore of the Dwarfs is always seen 
as an omen that presages disaster. They are reputed 
to lair in dark swamps, ancient battle sites and the 
ruins of fallen cities — anywhere where death has 


of destruction are said to feed their power, and the 
spirits of the dead whisper to them in the darkness. 


The wrath of a Carmine Dragon is truly terrible to 
behold, and only rarely will they ever submit to an 
alliance, let alone to be ridden, save as part of some 
dark purpose or design of their own, although if they 
do, it is usually only to one themselves knowledgeable 
in dark and arcane lore. 


Carmine Dragon 6 5 - 5 
Emperor 
Carmine Dragon 8 8 - 8 9 ) 


SPECIAL RULES 
Terror, Large Target, Fly, Scaly Skin (2+) see the 
Warhammer rulebook. 


Magic (Emperor Dragon): Some Emperor Dragons are mighty 
wizards in their own right, able to instinctively wield the power of 
the Winds of Magic. Emperor Carmine Dragons may be bought 
up to four Wizard levels for 35 points each. These spells are always 
drawn from the Lore of Death. : 


I AT Ld Troop Type Unit Size Points 
6 8 Monster ik 305, 
; 7 8 10 Monster 1 700 


Coruscating Blast: The Carmine Dragon's breath weapon is a 
sorcerous blast of powerful Amethyst magic capable of withering 
metal and rendering flesh to dust as if millennia had passed in 
mere seconds. This breath weapon works similarly to determining 
the effects-of a cannon shot (see the Warhammer rulebook). The 
maximum range of the attack’s target point is 12" away from the 
monster and may be targeted just like a normal breath weapon. After 
the target point has been selected, roll the Artillery dice to create a 
line of effect for the blast travelling in a straight line away from the 
dragon (just as for determining a ‘bounce’ for a cannon shot). A 
Misfire result should be re-rolled. Any model caught if the line of 
the blast suffers D3 wounds, with no Armour saves possible. 


Be 


~ uttermost north. These colossal beasts are near-mindless, 
_ violent and almost impossible to kill, and have a dire 


lineages of dragon-kind. 


@ The strength of a Toad Dragon is prodigious, as is its. 


yago) ‘are huge, reeking, primeval horrors. They 
the fate of the world blessedly few in number, 
and confined largely to the trackless, otherworldly fens 
known as the Cold Mires under the coruscating skies of the 


repute in the legends of the Northern Wastes which name 
them for their appearance and raw power, when in truth 
they are perhaps far closer to the lumbering beasts that 
inhabit the jungles of Lustria than the true and ancient 


appetite, while its tainted breath is so.corrosively foul hae 
can liquefy flesh and wither steel in mere moments. Those 
it does not devour or smash flat it can smother beneath 

its feculent bulk as it crawls across the earth — its questing © 
tongue darting out with terrifying speed to snatch up more 
victims to disappear down its yawning maw. 


Toad Dragon 8 4 0 7a 


SPECIAL RULES: 
Large Target, Scaly Skin (3+), Immune to Psychology, Colossal 
Beast, Unspeakable Foulness, ‘Tongue Lash & Terror. 


Colossal Beast: Such is the vast size of the beast it is uncommonly 
hard to kill by ‘normal’ means. Its bulk and resilience is such that 
arrows and blades are of little mote account than pinpricks, and even 
cannon fire and powerful magics must strike at the vitals of such a 
creature in order to slay it. 


The creature may only be wounded by attacks of Strength 4 or 
higher, and regardless of an attack’s Strength, the great beast may 
never be wounded on better than a 3+. 


If the great beast is subject to a magic spell or special attack that 
would cause it to be slain outright, it suffers D6 wounds instead. 


This creature is so massive it can crush dozens beneath its bulk and 
annihilate great swathes of men with a lash of its tail. The monster's 
Thunderstomp inflicts 2D6 hits. 


~Ybad “Drag in 
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Unit Size Points 


Troop Type 
6 Monster 1 350 


A Ld 
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Unspeakable Foulness: A Toad Dragon may exhale a blast of 
flesh-rotting foulness from his gaping jaws. Any unfortunates 
caught in the path of-this tide of horror suffer the most appalling 
fate imaginable as their flesh sloughs from their bones and their 
lungs fill with blood and pus. This is a breath weapon attack and any 
model caught within its template is automatically hit and must take 
a Toughness test at -1 of suffer D3 wounds. No armour saves may be 
taken against this attack. 


Tongue Lash: In addition to the Toad Dragon’s normal attacks, 

it may also make a single special lash attack with its befouled and 
venomous slurping tongue. This single attack may be inflicted 
against any enemy model in base contact with the Toad Dragon; it 
is a Strength 4 Poisoned attack with the Always Strikes First special 
rule. Should the victim survive, they suffer +1 to hit that combat 
turn. 


kK daai Fiveborn ay 


haos Dwarfs are arrogant, malign and eh beings who will bend their knee to none but their Father of Darkness, Hashut. The desires of their” 
Sorcerers and Daemonsmiths are for power and domination, and for weapons and soldiers that will make them invincible — and it is from this 
“desire that the Kdaai Zharr — the scions of fire, were born. Rather than summon Daemons all but uncontrolled as a human sorcerer might or parley 
_ bargains with the greater fiends of Chaos, the priests of Hashut have long sought to enslave the Daemons they summon by binding thent into weapons 
and armour, war machines and constructs, thus harnessing and controlling them to the Sorcerer’ will and giving them form. With the K daai i they eS os 
have sought to do something more, to create a race of beings, half-daemon stuff and half-raging fire drawn from the magma of the deep earth and 1 Baa! 
birthed in the boiling blood of Hashut’s burning sacrifices, given form and contained within an arinoured framework of articulated iron and rune- p 
g stamped bronze. 


The K daai are devastating shock troops, but fractious and difficult to control, and as the destructive energies contained within them slowly exhaust 
_ themselves, they burn through the binding rituals placed upon the entity within, slowly bringing about their destruction. As such their use is confined, 
_ and between battles they slumber as cold frameworks of barbed iron, awaiting the rituals of blood and fire that awake them to slaughter. 


‘ 
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M WS BS S TT W I A- Ld _ TroopType UnitSize Points 4 oe . 
Kk oe Rucbern 6 4 2 5 4. 2 4 2 7 Monstrous Infantry 3-15 55 each | ‘ 
. SPECIAL RULES oe Pepa) 
Unstable, Unbreakable, Fear, Flaming Attacks, Blazing Body, - Bound Fire Daemon: The Kdaai have bodies of sorcerous, : Bae 
Bound Fire Daemon & Bening Bright. — flame bound into shape by armour-like frameworks of metal and _ Pex 
ai enslaved by the black arts of the Daemonsmiths. The K'daai count — " 
Blazing Body: Any model (friend or foe), except anadie: Kdaai, as Daemons for the purposes of any relevant spell or effect against sy gee: 
in base contact with a K’daai at the start ‘of the Close Combat phase them; and have a 4+ Ward save which increases to 2+ against Sa 
takes an automatic Strength 4 hit. This is counted as a Flaming Flaming Foye : i pete x 
attack. In addition, any non-magical attacks suffer a -1 penalty to é : 
wound them. ~ Burning Bright: Once unleashed the power of the-Kdaai’s sorcerous 
; fire is so great that it consumes even itself eventually and destroys : 
; ; : the bindings holding them in shape. As a result, from the second 
Ben ; game turn onwards, at the start of each turn a Toughness test must 
AZ s \ : ; be made for each K’daai unit (roll once for each unit). If this is failed _ Oa 


they suffer D3 wounds with no save of any kind possible, distributed 
"as pera shooting attack, 
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The Darwi-Lharr march forth ince mire! 
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© Lash Tail... HOT ACO OR ED 
: eth grants: the Bale Taurus a Tail Attack at +1 Styengch: x 


° wc» ERE ec eee ra ocd 5 
sah oe Lnis eet the Bale peu a 4+ Scaly Skin save. Ry Soe eg ad 
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ik ; ; : Sie Pe geen Blazing Body: Any model ea or foe) i in base contact t take an 
SALON ES oe oe vrs ease : ~ automatic Strength 4 hit at the start of the Close Combat phase. 
__ This is a Flaming attack. Additionally, any non-magical aracks Sul su! 
: Pag a-] Pies on rolls to wound a Bale Tatirus. te 


oa 


Rhy eP , ‘ na est. e 5: e 
e, i : <a “Fueled by Fire: A Bale ‘Taurus cannot be wounded fe spells from BAS 
may S >. oy) : the Lore of Fire. In addition, if the Bale Taurus is the target of a 
nt Week | een ye "successfully cast spell from the Lore of Fire, it Be regains 

Of Oa : : Ret J Pe Wounds lost earlier in the battle. Sits es 
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The Death of Kald Gorfgrimm 
From the Karak Azul Book of Grudges, 1346 


Im this year Kald Gorfgrimm, Hearth Lord of much 
renown, in fulfilment of Oath placed upon him by his 
King, led an expedition into the eastern lands to establish 
sae with the distant kingdoms of Cathay. 


Gorfgrimm had been given orders to travel through the 
southern reaches of the the Plain of Bone, avoiding the lands ~~ 
in which our debased kin lurk. Yet he had not reckoned 
with the Daemons that lair within those dark lands.A 
reat bull descended from the sky on the fortieth 
iy ae the eae si ES and 
Bees rau Nag 's body beneath its hooves. His 
ie Ha 


{led is now a s fone upon his kin. 


ye Grimnir curse all their Chaos-spawned breed, their 
malice brings us nothing but loss and suffering. 
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Bull ee Render. 


ago, during the Time-of Chaos, a fraction of those that survived the onslaught became horrifically mutated, their stubborn Duwarfr resistance to the 


i s y : ey : 
Wore and malign creatures, Chaos Dwarf Bull Centaurs are, as their name suggests; twisted amalgams of Chaos Dwarf.and ferocious bull in 


aspect, the unnatural fusion creating hulking, monstrous beasts far larger than either and driven with cannibalistic appetites. Many centuries o 


. warping taint overwhelmed utterly by thé awful energies to which they were subjected, and so the first Bull Centaurs were born. They came to serve 
their wider kin as shock troops and temple guardians, and to them was entrusted the protection of the sacred fanes of Hashut as they more than any 
other had been twisted into the closest semblance of the Father of Darkness image. Into each successive generation of Chaos Dwarfs a handful of 


_ new ‘blessed’ kin have been born — usually to the death of their unfortunate dams — and such children are given over immediately to the Sorcerers 
- to serve in turn. This number however has not proven enough, and Hashut’ inventive priesthood have wielded their dark arts to make more, 


tampering with their offspring using horrific magics, and even fusing them into frameworks of metal and daemon- ieinted flesh to swell the ranks of 


their ites guardians. 


. As well as serving as temple guardians, the Bull Centaurs are also entrusted ia dangerous tasks by their masters, tie trust them implicitly. They 
- are hulking, savage creatures whose strength and endurance far exceeds that of a Chaos Dwarf, and thanks to their strange forms they are far swifter 
in battle. As they age, their flesh hardens and distorts almost to the consistency of living metal, and rather than heal naturally from injuries, they must 


instead rely upon their Sorcerer-masters to repair their wounds with poultices of molten mercury, steel sutures and brazen splints. Although as keen- 


witted and intelligent as their Chaos Dwarf brethren, and utterly devoted to the worship of Hashut, their Father of Darkness, they are even swifter to 
anger, and are often otherwise preoccupied with a great hunger for flesh. A good number of the slave-sacrifices bound for Hashut’s temples will actually 


be rent apart, torn limb-from-limb at the Bull Centaurs’ holy feasts, as while slave meat is a common fare for the Chaos Dwarfs, 
+ prefer their eS both alive and screaming. 


the Bull Centaurs 
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M ws BS S TW I A: Id Type. ‘Unit — Points “4 
“Bull CMa Render 7 4 2 4 5 3 2 8 Monstrous Beasts 3-12 40permodel | Bao 
Yew was copie giastatg: * ip . sii ‘ ve “wy 
SPECIAL RULES 
Fear & Scaly Skin (5+). 
EQUIPMENT Se 
pelea Armour and Hand Seas ‘ / 
OPTIONS | u 
Bull Centaur Renders may take one of the following (all Bull Centaur Reade? in the unit must have the same upgrades): Ke 
@ Additional Hand Weapon........... Heovevsaatciarecssster es BMetsvesethastitssters ies (rebis asta ted D resto rsvacgiseat¥saetsantvcttanedsissacbic fet +5 points per model BS 


e ie a egos MeetrenTeUreentGa aT chose thcises tie csoatan AO ate Orr scuvoten Sect sevetae canta Per stackent eat Mean era ct eascecuaceansetCaaten woe $10 points per. model 
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5 ce ARO “The flow of slaves the ‘Dark Lands 6f the Chass Doak feeds 
Lo Ree te great needs: the sprawling mine pits and the blosdy hunger éf 


| ae Bull Centaners, Only by farce of arms dé we stip t these plagnes 
eee Mee, ee eres bur Kingdoms is 


Be ey eo b Pes | . ae ‘Gonadk Whnrneth: 
as Be eid eS eg . can af Arms the Border nce iy 


s © Shield sssseasssevecnssassensosssessonscnnsonecsnssnsansssnsonssnssensensassonscansensenscansonesnusanscnscnssessgeesasssnecens ei ec. renee points per model 
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STW 3 Se A Pee Type Unit 
6 6 


1 D6 3 Monster il 135355 P| : 
. 3 Pein eoe 5 glk y ~~ | y 3 
i a © yas oy? aS Bais 2 fe PRS pees 
o “SPECIAL RULES a | ! 3 eS 
Pst) Large Target, Terror, Random Movement (46), Falls Apart & © Dinner’s Dinner!: When the Colossal Squig’s random movement 
$e - Dinner’s pike ae : é brings it into contact with a unit, either friend or foe, it v will attac 


it normally as if it were an enemy, and counts as charging that un 
Falls Apart: When's Bolossal Squis dies it collapses in a tide of offal This combat will continue until resolved normally. These - appalling 
and half- digested meat. Every model in base contact reat it suffers creatures are too dull-witted and hungry to care otherwise! Rea 
an automatic Strehgth Shite Pek hy SPREE Soo 5 ‘GG : S 


Vue around Sir Morholt the ground trembled and heated Wes ees sea, loose stones pelted his armour and the world was: s filled vith 
a terrible grinding sound. Before him the small hill rippled and twisted, as though it sought to free itself from the earth that had created ~ . 
it. Goblins fled from around its base, throwing aside their weapons in their haste and wailing in abject terror. Several were crushed by falling — | 

> boulders dislodged from the hill’ flanks by its violent Dane before they er disappear into the safety of the nearly fro aig. Sir Mo 
“alone in the fee of the earth’ fury. ; = 3 Sars 


With a final aes ground-shaking crunch theventire hill tore itself free of? the e ground, the cave Mie its base. SET Ey to NE an 
immense gaping maw packed full of teeth that might once have been mistaken for stalactites and stalagmites. Then, as a pair of; pale, wart-" 
speckled legs unfolded beneath it, the dirt and rock that had once been a hill sloughed away, littering the ground with rubble and revealing * 

horrific creature that had been trapped within. Revealed in the light of the sun it resembled a huge ball of mottled rubbery flesh, punctuated bya” 
pair of tiny black eyes and a vast mouth that stretched the width of its bloated body. Taking a single lumbering step forivards the creature loomec 
over Morholt, eclipsing the sun with its bulk, and he stood beneath it alone a deserted canyon, lost in the wasteland that was the « Bs 
Grey Mountains. Be: % 5 os Sah 


eat : ; pre YoRee 


This was not how Sir Morholt, a questing knight of Bretonnia who had trained since he was a boy in the finest traditions of chivalry, expected to 
meet his end. In the glorious tales he had listened to as a youth many aknight had ‘perished at the hands of such a terrible beast. However those 
heroes stood against majestic dragons, defending villages full of grateful peasants; or fought regal griffons amidst blood-soaked battlefields. Though 
they died they were all immortalised in tale and song. But Morholt had been ambushed on the way to the battlefield. His proud war horse had 
been slain in a pit trap left by a band of scrawny Goblins, his companions either killed by a cowardly rain of arrows or bound and tossed into the” 
gaping mouth of the hill that became a monster. Only the Lady knew how long the Goblins had fee TRE travellers and feeding them to 
their entombed behemoth. ~ é “i , 


Now, standing alone.before the ungainly hulk Sir Morholt was filled with despair. Now he would never be part of an epic tale, never | be known 
_ far and wide for his heroics. No worthy dragon or graceful griffon would end his life, only this wart-ridden monstrosity, a creature fed and : 

| worshipped by pathetic Goblins. Despair turned to anger and Morholt tightened his grip on his sword. Raising the blade ve he summoned ae 
| allthis rage and let forth a mabey is he charging bravely towards the monster. 


€ : 
» Despite Morholt’s brave charg ellen defiantly with the sun gleaming on his armour, the creature barely seemed to notice him, half. blind in Be at 
|} sun after its long incarceration. Morholt careened towards the beast, hacking frenziedly at its legs and cutting into the rubbery flesh of the limbs, 
With viscous ooze dripping from its wounds, the great squig became aware of its ant-like tormentor and staggered backwards a few thunderous SASL 
- steps so that it could see Morholt past its own cylindrical bulk. Morholt, seeing the creature retreat, was filled with hope. Sword held poised i in. Rg 
front of him and a prayer to the Lady on his lips he sprang forwards and prepared to deal the monstrous Squig a vital blow. The beast, vision still 
blurred in the bright sunlight, was confronted by the sight of the knight. flying towards it and stretched wide its jagged-toothed maw. With a single 
| gulp arid a ser res ‘yelp Morholt vanished | from. sight. 


‘s 


Y A [few moments oe the. clearing suddenly. quiet in the battles Leermiath, and then a tremendous belch rang forth from the Squig’s gargantuan < 
" jaws, Ss the distant trees and spraying she clearing: with stinking saliva. With a dull clang Morholt’s sword fell to earth, lying forlornly 
rubble obibe Squig’s emergence. The monster regarded the blade thoughtfully, then prodded it with one immense foot. When it neither 
gua: it was 2 eataky not. eae ambled ise i ee the darkened shadows of the forest. 


1 


: M WS T W 
_ Basilisk 8 4 4 5 6 6 
Y, i = sip 3 
7. ESPECIAL RULES... * Soca eo 
eit Sa Skin (4+), Terror, Swiftstride, Poisoned Attacks, 


~ Foreststrider, Cold Blooded, Aura of Vitriol & Maleficene Gaze. 


Cold Blooded: The Basilisk rolls 3D6 for all Leadership tests, 
discarding the highést dice. $ 
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Aura of Vitriol: oihe Basilisk’s aura taints anything t that draws near, 
_ destroying weapons and killing men, its deadly power increasing 
- with exposure. Roll a D6 at the beginning of each round of combat 
for every model participating in a combat in which the Basilisk is 
“involved patience pee tes models). ei 


4 


* On the first turn of combat with the Basilisk a wound i is inflicted on 

~ aresult of a6, on the second turn a wound is inflicted on‘a 5+, and 
so on to a maximum of 2+. Armour saves and regeneration may not 
be taken against the Basilisk’s vitriol, although other Ward saves and 
Magic Resistance may be used. iA 


calamity which did so unleash the great and terrible Storms o 
world to this very day. To other creatures myth has describe 


Dark Gods’ corruption. 


such is its ve 
Here, as in so many other cases, folklore t 
merest fraction of the monster’s true power. 


emence that even the poe 


3 


There are those scholars who would insist that all of the greatest beasts that a 

in some part, if not whole lineage, from the dragon-kin of old, born into being 50 

aes the ages that spawned them only dimly, like dreams unravelling in the 

consultation with the lore of the High Elves, insist that such horrors were only unleashed upon the world with the great 

a Chaos that wrath and snarl at the uttermost regions of the 
If 


the viciously small and grasping minds of our Empire’s Witch Hunters see in everything the immediate wellspring of the 


To those of our august Colleges of Magic who must face such horrors in the flesh, either as the subject of their craft, } 
or more ingeselly as foes in battle, the matter of their origin or place in folklore may seem an utter irrelevance — i 
particularly when faced with the immediacy of snarling fang baie claw. However it must be remembered that in f 
the commandment and destruction of certain uncommon and arcane ee that knowledge itself is a weapon, and often a 

vital one. A case in point is the poisoned-eyed Basilisk, and there are many from noble knight to Battle Wizard who have 

paid the price for ignorance, for to meet a Basilisk’s gaze is death for all living things be Fs 

dead and Daemons brought forth from the abyss may be unmade by its venom. 
at may seem no more than empty tales, if anything, carry only echo of the 


From the Prima Monstérum of the Imperial Colleges of Magic 
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Type Unit Points 4 | 
Monster 1 52 Stee aed 5 4 


Maleficent Gaze: The Basilisk focuses its dark sndlice g “upon a rt 
target, its gaze blistering skin and metal, and laying the target ar ¥ 


‘one model asin 18" , line of sight'and not in combat. This may has 
a single model within a unit so long as it is in the front rank or m: 
otherwise be clearly seen. Roll to hit against the target. as normal for” 
-a shooting attack. If this is successful rolla D6 and use the followirig 


; “rable to determine the effect: | Se ae Das CIs 
D6 Result. ‘ 
‘1. The target is able to avoid the. Basilisk g gue ind ne is 
no effect. ae Sa 
2-3. +The target's skin is blistered and burned by te Basilisk. fie x 


The model’s Initiative score is permanently reduced by i 
‘The eipet takes a single wound. with no Armour save. — 
The target's body is reduced to a steaming pile o of polluted — 
flesh. It is immediately removed as a casualty regardless. 
of wounds, and if it was part of a unit then the rest of the 
unit takes an immediate Panic test. No saves of any kind 
are allowed against this attack, Z 


Vie 


ht and ravage our world are descended 
# ago that even the ancient Slann 
we ’s light. Others, who have had 


vish and outlandish tales and origins, while some such as 


ey man, elf or monster, and 


«fectin in the mires of tainted sludge and ooze that stretch across 
: ; vast areas of the Chaos Wastes, Dread Maws are one of the vilest 
creatures to have emerged from these blighted lands. The first sign of 
13 these loathsome beasts is.an ominous rumbling from beneath the ground 


| Byes 5 we aues by an eruption of mud and the eee of; ears ee as their 
2 gaping jaws ent t forth, 


: With their circular Tees ‘pidded aie rows of die ane Ae 
and glistening Henge, Dread Maws can seize and devour a fully 
armoured man in seconds. Often smaller prey is swallowed whole, to 
be slowly digested u 1 within their grossly distended bellies = - their flesh 
= pliant enough that their victim's struggles can be seen by their comrades. 
~ Even the largest ¢ creatures will fall prey to Dread Maws. Bursting forth 
from | beneath the ground and latching on with their hooked teeth, they 
. can tear their way inside the greatest of beasts, eviscerating them from 


OPTIONS 


Gains the Peveeegs Charge special mule: 


is Clawed Mandibles 23 235020, 4.cnacuttie ak Secesha ee 


Gains the Armour Piercing special rule. 


' @ Slime S pry seighsnAcvca spare en ahaa t Atta ate Lt ag ef RM ceo tthe Oe EO points 
~ Gains a Breath Weapon that forces any unit under the Flame template to pass an Initiative test or suffer -2" to’ their move for the next'turn. 


© Poisonous Be Mee a oS eS Me eg points _ 
Any. model has inflicts a wound on the Dread Maw in close combat immediately suffers a single S4hit. Magri a ¢ 
; is ore: fae 
: SPECIAL RULES oe 
pe 


y Terror, Impact hits (D6+1), Ravens Movement (2D6)*, — e ee 


ae rs 4; Spit ise Scaly Skin (4+), Cavernous Mav NS Tunneler* : 


; Cavernous Maw: The} Dread Maw has two additional $6 Chomp 
A ef '.. attacks. These Chomp Attacks have the oe Blow and Multiple 
SS ee Wounds (D6) special rules: ; 


“Tunnelee: The Dread Mae moyes through the ground to get to 
-its prey, easily tearing a path through earth and stone. It moves 

~ in exactly the same fashion as a creature with the Fly special rule. 
oo Tunnelers do not benefit from the Swiftstride rule, 


Trad Mena 


vb. Ng eh ite as the Dread Maws grind « ana chew their way through the earth, swiftly 
_ many will sport hooked spinesor claws, some even spraying Sige gous 3 


Hooked SPiMeS.esesessscsssssssseccssensnanesesnnncennnnassconsannannnsssscnnsensnnssssecagsessunusssssnnnsanansssesssasensssssssecsanssnsvesssessssnnnnsesessnnseansssesssenstnnnss LO poir 


“Dabs Ri quickly hollowing out their ruptured carcasses Fix ¢ 


forget the sight of a mighty dragon 0 or Chimera bellowing i in se 


the wounds made in its writhing torso: ns 
Z N = > ae 


There are few creatures as horri ific a as the Dread Maws, their 7 m a i 


corruption and rot, and stigmatized with open wounds and abe 
‘limbs and mutations. The entire length of the Dread: ‘Maws, their boa 
stretching for ae yards, is coated ina om a layer of viscous sl 


Si hich lee Asa creature he Novehern Wastes, oe 
> exposure to the taint of Chaos leaves no two Dread Maws alike, and. eke 


Be or possessing other bizarre TiMEORS ‘ye 
neitye tt > rs hopes re . ete 
© 2 a * a 
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s Every caravan master traversing the Fyiry. s 
Read 16 far Cathay fears the shaking of the 
earth that precedes a“ Dread Munw attach; for 
_eventhe most expensive guards and bribed Ogres 

are useless against their burrowing assaults im 
horse and heavily-laden es : 


+ Cats Dhar, 
_ Filean Merchant Prince 


VA ben the beastmasters of Clan Moulder spawn a pack, of Giant 

''” Pox Rats, there is occasionally one among them who will : OF ae 
brutally devour the rest of the brood, growing fat and bloated in both 
strength and savagery, the twisted forms of its kin still visible as they 
writhe and claw at their fleshy prison. The so-called Brood Horrors 
are highly prized by the Master-Moulders and traded with 
the wealthier Skaven clans for many thousands of warp- 
tokens for use as a war-mount by especially powerful, or 
ostentatious, Skaven warlords, or goaded into battle.to 
flail and crush the foe beneath its clawed limbs, biting. 
and savaging anything that gets within reach with its 
razor-sharp teeth. 


M ‘WS BS S T Ww I A Ld Type Unit Points 
Brood Horror 8 4 0 6 5 5 4 6 Monster 1 195 


Claws & Teeth 


Lash Tail:(Grants the Brood Horrors}: Tail Attacks) qitssceaiscveesstoocesosseategtuctsnscipah tnuseembannerestsedsaestenguetiessecestesds soa seteadssaciesosesseasvel 5 POLES 
Rusted Armour (Grants the Brood Horror a 5+ ArMOur Save) ssessscssssssstesssscesssscssssseceesesasecsssacecossacessasscecsesareeesseceesesesecsssessseees LO POINES 
Skyre Claws (Grants the Brood Horror’s attacks the Armour Piercing and Magic Weapon special rules) ... 
Pestilent Breath (Grants a Strength 2 Breath weapon with no Armour saves allowed) ....sesssseesssesesesseees 


Large Target, Poisoned Attacks, Stubborn, Terror, Regenerate, The Brood Horror may be used as.a monster controlled through 

Foul Ichor & Impact Hits (D3). a Storm of Magic Binding Scroll, or taken as a mount fora 
Skaven Warlord for 195 points. 

Foul Ichor: When the Brood Horror dies it collapses in a foul rush 

of poisonous filth and the half.digested remains of its kin. All units 

in base contact with the Brood Horror suffer 2D6 Strength 2 hits, 

distributed as shooting attacks. 


Exalted Vermin Lord 

‘ . 

Ce Vermin Lords are the arch-daemons of the Skaven god the Horned Rat, and embody: all that is foul and cruel in that mishegotten race ofrat 
men. At once mighty and vile, cunning and savage, they are creatures of creeping decay and lightning-fast fury—they are ruin made - manifest. ee 

Huge yet lithe, Vermin Lords are horrific creatures to behold, somewhere in form between plague rat, human and daemon- beast. No two are quite” 

_ identical, but each is marked with the signs of rank and potency in the Horned Rats service, with great spiralling horns crowning their heads and 

black burning blades and glaives clutched in their grasp. 


‘ “ 


_ Even the lesser amongst their kind are beings of great power, malevolent intelligence and incalculable malice, and for one to be summoned to the 

- world of mortals is a dire matter that no Grey Seer engages into lightly and without fear, for a Vermin Lord is no brute beast to be controlled, but 
a being with its own malign agenda and is wiser and more treacherous than any living Skaven could hope to be. But even within the ranks of such 
impossibly powerful entities there are those whose dark majesty exceeds that of their brethren, these so-called Exalted Vermin Lords may only ever 
be summoned across the veil of realities in times of great slaughter, suffering and death, and when the winds of magic howl in tempest. Even more — 

. dangerous and intractable than their nightmare kin, they demand the death not of mere sacrifices or the carrion of the battlefield as their due, but 

~ rather the destruction of entire cities and the ruination of nations for their pleasure before their power is wedded to any cause, even that of the great 
Lords of Decay. ce 


1 a M WS BS S T W I A Id Type Unit Points 4 eigen 
. { | Exalted Vermin Lord 8 8 Wes otal 7 i 9 7 9 Monster, Character 1 rps) i. e 
He MAGIC _ % 
eas Ant Exalted Vermin Lord is a Level 4 Wizard who uses iat Skaven Spells of Ruin and the Skaven Spells of “Plague, and has’ access to thes Dreaded 
Sas Thirteenth Spell. ee ; ean 


EQUIPMENT | : peti sia 


} 
: [ © Direglaive (hand weapon, see Special Rules below) _| Recently come into my possession is a scroll purported to summon 
i _ | and command an ‘Exalted Master of the Endless Host? I © 
SPECIAL RU LES : purchased the document from my contact in the Tourmaline 
f Always Strikes First, 5+ Ward save, Large Target, Teabn | Fellowship, who claimed to acquired it from some Deistro recently | 
* Unbreakable, Daemonic Attacks, Direglaive, Withering Flame, returned from Tilea, who claimed to have retrieved it himself from | 
__ Unstable-& Loremaster (Skaven Spells of Ruin and Skaven Spells a ruined city swallowed by an enormous swamp. Old Hildegard 
j of Plague). — tried to impress me with some gibberish about rats that walk like 


men, but lam no mere dabbler i in the forbidden to be taken i: in by \ 
such mythical nc nonsense. x = is 


Daemonic Attacks: Being a corporeal manifestation of the 
malignity of the Horned Rat, all of the Exalted eae Lord’s 


attacks are magical. Perhaps this creature is some kind of daemon, fancifully named 
| by an errant scholar? Yet according to the accompanying? notes the. 
Direglaive: Attacks aes with the Direglaive fae the Multiple creature is lithe and possessed of Pores vigour. This sounds 
es Wounds (D6) special-rule. unlike any daemon I have yet encountéréd. It is an intriguing, but 
: Bek easily solved mystery. It will take perhaps a day to set wards which 
Withering Flame : The Exalted Vermin Lord can unleash a cascade will contain any daemon born of the powers of Chaos,. and then we | 
, of withering green flame that corrodes metal and blisters flesh. shall see exactly what this creature may be and what secrets IT can je 
e Witheting Flame is a shooting attack with the following profile: ‘ wrest from it. ‘ ‘ See 3 


PRI Ce - Range Str Special Rules RSE S 
_ Withering Flame 12" 3 Multiple Shots (D6), a |. discovered in his blood-soaked wateiale by Witch Hunter 
27 gar Quick to Fite, Poisoned : " 4 ' 

Attacks. : BY Ye 


~-TI. fi 
SS 


BS 


SPECIAL RULES 

Terror, Unbreakable, Unstable, Haunter of the Dark, Killing 
Cold, Carnophage, Obstacle Strider & Chomp Attack (Killing 
Blow). ; : 


Haunter of the Dark: A Mourngul is a thing of shadows and icy 
fogs. Despite its size it can slip unseen through the darkness and even. 
in broad daylight seems to waver like an evil mirage until it fastens its 
long sharp claws around its victim’s neck. Mournguls have a5+ Ward 
save against Shooting attacks, Magié Missiles and Direct Damage 
spells. Note that because of this a Mourngul is not considered to bea 
Large Target, despite its size. : 


Killing Cold: An aura of deathly’chill that radiates from the 
Mourngul means that enemies in base contact are‘subject to 

the Always Strikes Last special rule. In addition a Mourngul is 
immune to any descriptively cold-based power or effect such as a 
Thundertusk’s Icy Breath or a Yhetee’s Aura of Frost. 


Carnophage: For every wound the Mourngul inflicts in combat, 
_ it may regain a single wound it has previously lost. The Mourngul 4 
wounds cannot exceed its starting Wounds value. 
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Troop Type Unit Size ‘Points 
Monster 


- 


ia Tee 


Sec Oe 


eee hee 
"A Ld Troop Type Unit Size "Boinis | 
Drs 6 War Beast 5-20 16 points each 


BART Sas PR ROE 5 FOR 


OPTIONS » 


Wolf Rats are diverse and twisted creatures, prone to mutation and afflicted by their foul appetites. Any of the following upgrades: may y be taken 
by a Wolf Rat unit 2. Wolf Rats in the unit must have the same eUpEE)y - ay sae i 


Cove ccccececeeceeeeetecoecceseeceeeoese 


~ Armour Pierci ae Warpstone Nae ape the Skaven Army Hook) psi rules. 
aren ‘ah aR 
RUSE ee 


2 7) as 
‘ fe"2 


pee ae 5 : : ze $ 
° Bloated Mutants sheseveesaneccasecsnsccnsecsonecsssecaneccnsessnnersneccasscesuecaneceanecsasseavessanecessccaneasanscssssensecsaneenssccaneccansceusenenscenaesseses we $3 pr ee 


tanks times ee size ea their kin, these are wales with a limicless hunger The Wolf Rats gain +1 Toughnes a and ise ii ative. 


ars “SPECIAL RU LES rato ee ; é reese S os 
‘Swiftstrider, Go for the Throat & Tide of Death. Bape re Tide of Death: The Wolf Rats voracious appetite aie they are 

6 ene ; -. = usually close to the point of starvation, having d most of the 

_ Go fot ‘the Throat!: Das to their wifes and bloodlust, Wolf smaller prey creatures in their pack’s territori s Should theyb Sar 
et » Rats have the Always Strikes First special rule on the: turn ir in awhich | ~ summoned to battle their hunger will send th 1 tearin cea 

ise charge. Oe iy ~~ the ranks of an enemy unit, their crenigtle being bolstered 
Soy J : a Roe each mouthful of blood-soaked flesh they gorge themselves 
A Wolf Rat pack will pe +1 Impact | hit per Bolte ra 


the unit has. 


a ° es M WS BS W Soe ay Lae roe Trp Unit Size 
Aas Curs’d Ettin 6 4 37 6 acs 6 7 Monster . xe 
Pas eSB BUR “<u Shem ees Wanita | BE SNY . ae &, phe es sans aye 
_- OPTIONS (ONLY ONE OPTION MAY BE essere Be es his. Se Sos oe 


Oy Gilbbetetavesccceacstesepeverssesucdhoastascetuaaegnesessesste ects Sst astei oP aR renee nnn inc pteaheDroceeet genetic ea ) poin 
One of the Curs’d Ettin’s heads has devolved into tile iaboulieg drsoling and wailing constantly. All enemy units within 8" of the 
Curs’‘d Ettin suffer a -1 modifier to their Lec value unless ipepeee Psyconey- ae as eke 

@ Scaled Horror RO Es ee ae Se points 
Amongst those Curs‘d Ettin clans living asses to the Chaos Wastes, some are born covered in scabrous scales while their blood has Getonien, 
rancid and poisonous. Should such a Curs’d.Ettin suffer an injury in battle, his foes are rewarded with gouts of poisonous ooze. The Curs’d 

-Ettin gains a 4+ Scaly Skin save, and whenever it suffers an unsaved wound in close combat, the unit which inflicted the wound suffers D6 
$2 Poisoned attacks. These attacks are immediately resolved at WS2 and do not affect ge oe resolution. 


-@ Man Scyther sossesescensnsangusccesonnennnnessecenggasbanssensocenssnaseesccegessnnpecscesssessnsssscencennsansnsesecessssannovecicesssnsnsssesessensnanssseessesnsnannnsecesreneen 15 points | 


Less common than the Hammer Hand, a Man Scyther has one or both arms covered in wicked bone spikes or long calcified tals. The 
Curs 'd Ettin ee the Hammer quad rule but gains D6+1 Impact hits and +1 Attack. 


, pet nd 
x % . a 


See 


JED 


- © Rune Caller atone aa FAERIE e ofeAt NS AEC Te RO rE? SWEET Crime intr My Oy ARS ty) points — 


Ns i a Some Curs’d Ettin retain enough intelligence to recall the secrets of their old tribal magic, and are branded with a series of magical r runes. — 
-. The Curs'd Ettin loses the Hammer Hand rule, but becomes. Level 1 Wizard (using either the Lore of Shadows, Death or Beasts). Should 
ee thes Cond Ettin miscast their personality will shift (no Leadership test is required). ; Pe p x 


> 
v 


4 » SPECIAL RULES hesiyas ihe : Bitter. Cruelty: The Curs‘d Ettin takes perverse plese in ‘inflicting ss 


Terror, Tadheaded: Hammer Hand, Bitter Cruelty, Obstacle — pain against those unable to fight back. When the Curs'd Ettin xe 
‘Strider, Stubborn, Swiftstride & Regeneration (5+). S37 charges an enemy unit in the side or rear, thebonus to its combat de 
(ORE Oe weak: eee & resolution for side or rear charges is doubled. 3 
Two-headed: The Curs'd Ettin has two distinct personalities ffi eh ae 
x which constantly war for dominance and control. During set-up the _ Hammer Hand: Degenerate and debased Curs'd Ettin are often 
controlling player selects which personality is to be in control at the plagued by deformities. One of the most common is the twisted * 
start of the game. At the end of any turn in which the Curs’d Ettin club-like arm known amongst their tribes as a Hammer Hand. The he 
has suffered a wound, it must take a Leadership test. If passed the - Hammer Hand is represented by a single additional attack made at 
_ Curs'd Ettin retains its current i ah if it is failed the other . Strength 8 with the Heroic Killing Blow special rule. 
ee ae over. Rye d ; Se eek. s ; “yh. Saas : 
Bete y. The effecs of the two captace ab are as follows: te . ? 
a veh 28s The Betrayer: Scout de loyment rule, Hatred & Bitter Cruelty. bi Wsck Seas 
coed ety “e _ The Sayage: +1 Scrength -2 Weapon Skill, -1 Leadership & pe 3 ae : BAG Ps, 


Frenzy. LF eS } HePay 


“> 


Ge Warrirs 


¢ Jo isolated and lonely settlements on fo Aerie | fen and swamp, from the hinterlands af the Empire to the edges of Shar Cabs the Fimir area 
creature of horrific legend made manifest. Cold and cruel and mightier than any man, with a single baleful eye atop a penta snout bristling with — 


“jagged fangs, t to some these scaled nightmares are daemons incarnate, but the truth is much stranger and darker. 
r re - 


2 Oflee when all 8 world was fe -shrouded and dark, legend has it that these cyclopean fiends ravaged the Old World in nee ioe tearing — 
down the cities of the High Elves and struggling in bloody conflict with the wild men who dwelt in the lands that would millennia later become the 
_ Empire long before Sigmar arose there. For centuries they roared the praises of the dark gods of Chaos and many creatures, now long forgotten, were 
~ butchered on their gore-splattered altars. Then their time came to an end, the world changed and the fickle lords of ' Phas abandoned them to a slow 
lingering death amid their crumbling fortresses and lost glory. 


Now the dwindling Fimir, degenerate and malign, are reduced to plotting petty raids within their fries strongholds and nursing biter hatred for - 

_. those that now rule where once they were masters. Larger and more ferocious than their sorcerous Draich brethren, with tails tipped with huge bony 
> clubs, the Fimir are mighty warriors, their deathly yellow-grey flesh all but immune to pain so that each can shrug off blows that would kill aman 
ee They now march forth from the few remaining hidden Fimir holds under dense blankets of fog—summoned and controlled by primitive 

- talismans forged in blood and bronze by the Draich and their foul geet, their goal to tear the warm-blooded screaming from their shattered 

homes and holdfasts. — 


Few wizards possess the means to call forth the Fimir from their places of hiding—for these creatures swore ancient oaths of service to the daemons of 
~. Chaos which were committed to binding scrolls of flayed skin in the blood of races long since extinct, and fewer still dare to use them. Those that possess, 
this dark knowledge though can summon forth. black armoured warbands of the Fimir to walk the Old World once more, leaving nothing but death 
and destruction in their wake. 5 
wi So a eS eee ee SORE REN ee GI TER ON Pear cn Oe Oe ot 
M WS sa J Ww I +: A Ld TroopType UnitSize Points 
{ Fimir  * 6 4 y2 4 5 oe eae 3 7 Monstrous Infantry 3-12. 75 each 
6 4 4 5 3 4 


Fimir Noble PAL Ee =A), ~ 8 Monstrous Infantry * S 
b : Te > . . ‘ 5 s) 
4 Sa pil a ee if GE GE eet aS ee ply Fe cent , ed 


biog ter > ~~ issu 2 a 


EQUIPMENT 
Great Wespon Ms Heavy Armour (this combines with the Fimir’s scaly skin for a 4+ Armour save). Re 


_ OPTIONS . ee: . eke St NS ee ee 
© Fimir Noble* SN asta os ORR d eat Snchnesy ones cA CRERNN ND ss ch dan cbs ons UpeaeRbn rab ret Zant Cleat MST UDSESS TOR SUAS Tse MN ee LCi tesangy TSP ONES ; 


One Fimir ne ‘be upgraded to a Fimir NgRe with thie profile shown above. = 


x 


vie Two Hand js SY Rg hes os CS OMERSR Ur REL CO UPR Sa ts Se OMEN VERRY CSuiphr™a ep aT UG So . Free 
4 
. ~All Fimir i in the unit may Eighange their great weapons | for two hand weapons. ~ ee 


- : r 7 : a? 
4 ; 


/ 


j 


"SPECIAL RULES- 
- Sealy Skin (6+), Swamp Strider, Tail Attack (S5), Ambushers, - From the Mist ; 
ces croc & From the Mist. ~ (Bound Spell, Power Level equalt to 4+ fora unit of three or less 


__. Fimir, or 3+ fora unit larger than three. Remains in play): 

Cold Blooded: Fimir roll 3D6 for all Eadethines tests and discard 2 “Hi _ Fimir travel within a dense mist to conceal their bestial nature, . 

e highest dice. - , oe protect themselves from the sun’s blinding rays and the sight of 4? 
INES ; "the Dark Gods. If this spell is successfully cast then all ranged and : 

s 3 nist melee attacks targeting the Fimir unit suffer an additional -1 to hit me 

modifier and the Fimir unit can force any unit declaring a charge 

agaiose it to re-roll its uate’ distance. - 


Troop Type | Unit Size 
Monster 


OPTIONS eae : Siar 
© Tepok’s Crystalline Bi rt IRA a Soe RR i ints 
It is said that the Slann Mage-priest Tepok was at one with the spirits of the Lost Age, and was able to call forth the souls of fallen defenders + 
of the Old Ones’ legacy to do his will. A Dread Saurian bearing the crystal es as the Eye of Tepok pa the Ethereal special rule. ‘sae 


The Blazing Configuration Tey eI eae MAN 2, See aren Des Ec points 
~ Its armour decorated with the glyphs of the Blazing Eee? of Chotec, the Dread Saurian gains the Flaming Attacks special rule and — 
causes 2D6 Strength 3 ne Impact Hits. Pie : : 
The Golden Shroud Of Tlaraod ei as oak Se oe eves bakeaps apis caseiiiaasbetsh Sapeias cabana Gn an eRe 
An aura of blinding golden fight surrounds a Dread Saurian bearing’ Tlazcotl’s shroud. All attacks targeting the Dread Saurian suffer a-1 To © 
Hit modifier. In addition all models which are considered Daemonic or Undead in base contact with the Dread Saurian ean the Always 
Strikes Last paiee rule. & 


- 


es “ee 


Quetzl’s Flawless PL ERiCOE? RRL RTL 1 RTT. PRN oe I ep ONC Tai ERC ya points 
A Dread Saurian harnessed to the huge stone disc bearing QuetzI’s glyph takes on the aspect of the guardian, its skin hardening like stone _ 


and becoming itself more ponderous and resolute. The Dread Saurian gains the Unbreakable special rule and reduces its Movementrrate tc to 


~ 5, but i increases its Toughness to 8. 5 
‘The Shadow Rebus Aya? WUE | oONAA SDC > Rie Near Sameer A ely hf points 
Surrounded by flowing shadows, a Dread Saurian displaying the markings of Huanchi’s Shadow Rebus gains the Ambusher deployment ee 
¢ shea rule and the Swiftstride special rule. Models firing at it as part of a stand & shoot charge reaction must re-roll successful hits. 


SPECIAL RULES 
Multiple Wounds (D3), Rending Jaws, Cold Blooded, Panoply of 
the Ages Terror & Swamp Strider. 


Reading Jabra The Dread Saurian has a single Chomp attack with the- 
ete Killing Blow specu pales 
‘Cold. Blooded: The Dread Sahat rolls 3D6 for all Leadership tests, 
Scrdiogs a highest dice. = : 


, oe Oe 


so 


i Panoply ef the Ages: Bedecked i in anétene ceremondalarinour ee 
to its hardened scales, the Dread Saurian.has a total armour save oh 3+. 


© The Shadow Rebus of Huanchi......s.ssssessssssssseseesees Peaathaysseeuestaretessusrestacceetiied 
, Surrounded by flowing shadows, a Dread Saurian Tae the ae of Huanchi’s Shadow Rebus gains the Ambusher rk eh tee 
eee «special rule and the Swiftstride special rule. Models firing at it as part of a stand & shoot charge reaction must re-roll successful hits. 


: SPECIAL RULES 
Multiple Wounds (D3), ), Rending Jaws, Cold Blooded, Re oul of 
. the Ages,’ Terror & Swamp Strider. 


Rdadiag Jams: The Dread. Saurian has a single Chomp attack with ae: 
BS aoe Killing Blow eo tule. ‘ 


, 
a. hj ais 


= 


i ofa the Ages:: Bedecked i in ancient ceremonial armour fied 


G treacherous one at best. . 


Hg M WS BS S T 
Rock Pile 6 3 0 7 6 
_ Rogue Idol 7 4 0 8 7 
~ Great Idol 8 4 0 9 8 
ah. aan pa Sy a 
SPECIAL RULES 


Large Target, Stubborn, Terror, Killing Blow, sae Skin (2+), 
Impact Hits (D6 - Rock Pile; D6+3 - Rogue Idol; 2D6 - Great 
Idol), Largest of Monsters (Great Idol only), Colossal Beast 
rAGreae Idol only) & I Da Big Un. 


Da Big U Un: A Rogue idol or@ork (or possibly Mork!) is the 

‘personification of the spirit of the Waaagh! Imbued with so much 

potent Orcish power, the rocks and stone, detritus and old scrap that 
* makes up a Rogue Idol's body is animated into a bestial likeness of a 
: & mighty Ore warrior, both in behaviour and savagery. 


Rogue Ide of Cink (Sr possibly Me 


Cee armoured knights, city walls and just about anything else that gets in their way with their brutal fists, Rogue Idols of ' Gorka are the bing 
embodiment of the spirit of the Waaagh!, gigantic stone and scrap effigies built in the shape of the greenskin gods and animated with their arcane ° 
power. Arrows and broadswords break and shatter on their rock bodies as they smash a brutal path of destruction shrougn an arn near impervious 
. to the blows being rained upon them, lacking muscle and sinew to damage or blood to spill. 


‘Giese dioned | from heaped stones and battlefield debris, they are unmentionably fetid and daubed with obscene glyphs and slogans. Some are no 
; taller than a chapel door, the Orcs being too eager to fight to devote much time to building them, but when enough greenskin tribes gather to create a 

- Waaagh!, as the mightiest of Orc armies are known, the idols can grow to immense proportions as if one of the greenskin gods themselves has come to 
Be watch the carnage their boyz are about to unleash. In war Rogue Idols of Gork loom over almost everything, striding implacably forwards with limbs the 
size of tree trunks and a malevolent grin on their leering faces. Needing neither food nor rest they do not tire but just carry on, butchering first one unit 
_and then stomping off to smash apart the next one, and then the next one and so on until the army is either utterly destroyed or its warriors have fled. — 


a oe <| 


pick are to nh 


_ round of combat is fought as normal) or if no friendly units are 


aT this turn. 


_ “By srder of Thetdemar Vnerich, General 6f the armies of Wissenland, oe 
Be All Imperial sildiers ave t6 consider it their shlemn duty not énly 16 ee: aes OR. 

snd ee , eee the Ore when encbuntered, but-alsb w tipple all Orcish statuary, lest a 
ee we leave a worse threat behind UA. . ee - ‘6 a 


Any séldiers fh in vidlation ae es onder will o executed,” 


~ Such is the erratic nature of these monsters and the fickle power that animates them, that although created by the power of Orc Shamans. their control 
over them is tenuous at best, and they often rampage where they will, collapsing when the magic that animates them wanes, only to reassemble 
_- themselves again as the winds of magic gather once more to storm force, sometimes years or even centuries later. At such times often the only.way for a 
marauding Rogue Idol to be stopped is for a biti wizard to bind the creature, but WERDE, a battle to unleash its fury upon, his hold upon itisa 


I A Ld TroopType UnitSize Points i 
2, 3 8 _ Monster iL 200 

2 4 10. Monster 1 400 — | 
1 6 eG Monster oa ~ 600 - { 


If it is possible for a Rogue Idol to charge an enemy: it must do so 
(however if multiple tees are within charge range, its player may 


At the start of any turn that a Rogue Sdaliehbe able to ae’ or is 
not already i in combat, its player must roll a D6. Onva roll of a ‘I’ it 
must charge a friendly unit if one is available to charge (and a single 


available the Rogue Idol bellows and stoinps, but Srierises may do ° - 


go ee 


Senate bee ér if the Army if Wins pili 
ie Tae: in Bae Fo We. a g 


Shin Wolves. 


Ms are the foul cults of Chaos, and many aré the dark horrors of twisted flesh and Mars made real that ae Ruston Powers habe visited | 

‘upon the world; few though are as strange as the Skin Wolves of legend. In the far north among those who dwell inthe shadow of Chaos, be soe 
“ Norscan, Kurgan or Hung, as well as the shunned corners of the world where degenerates root and fester such as the Bone Hills of Estalia or the dire 
_ fens south of the Badlands, myths and bloody tales speak of the Skin Wolves. Witch-cursed and Chaos-tainted, these men and women, half feraland 
subject to savage appetites, carry within them a taint in the blood, a mutation that shows not readily as UE on fds: flesh, but Pace within, a 
peat waiting to be unleashed ag blood and unspeakable ritual. 


. 
; 


When Pik oe is released, no mere transformation of man into beast is effected. Instead the humanoid wolf-thing, lean and half-insane with 

insatiable hunger, rips its way fully formed from the body of the man, which is left little more than shredded flaps of skin and chunks of bloody gristle 

Bae: by the freeing of the monster. It is these clinging shrouds of skin that give the beasts their common name. These frenzied creatures, whose packs are 

nan formed by kinship ties of bloodline and slaughter, care not what they kill in their bloodlust and bear no loyalty to any master, save the Dark Gods — 

«themselves. So it is that only the most unscrupulous Wizard would seek to bind them to their will by Kadon’s magic, and some that have done so have 

b had cause to lament their choice of ally. Only once battle is spent and a Skin Wolf has glutted itself on the raw and dripping gore of its enemies will the 

OA terrible transformation béreversed and the bubbling and overworked flesh of the Skin Wolf collapse, then like a newborn the human must tear its is way 

-out of the monster it once was. 
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ee  M WS BS. S T w it A Id _ TroopType UnitSize Points 
\ oye Skin Wolf 7 5 0 4 4 3 5 2 7 Monstrous Infant 3- 1) 45 permodel | 4 
es NS eel rr ap 


x ror ey Paper cae ORO Pe " : POSES py 


_ SPECIAL RULES as ie aan ; aR SERA | Ges. ae 
Fear, Regeneration (5+) & Frenzy. : eet see Cu eN 4 ane 


EQUIPMENT een 2 é Kasay ae a 
Claws and Fangs (Hand Weapon) rae 


OPTIONS 


A unit of Skin Wolves may carry the favour of one of the Chaos gods. A unit may take one ups toa the following options: 


‘ @ Mark Es Raine ie nein RC Meese ane Ses Cena 5 points each 
The unit’s models gain +1 Strength. . 


¢ 


© Mark. of Treentch: sseeneneneneneenenenentneentnenenneneneneentntntntgsuneneneenntnentnaneatneneneennannennneneanenaseet 5 points each 
‘The unit’s Regeneration i increases to (4+). iz serie sss eye EX AEN 
e Mark ae eee Ameen roe on ieee ces Pe NE each , bbs é 
4 - The unit's attacks gain the Poisoned specialrule. : s i ; bs ath ges 
re ° Mark of Slaanesh: srsertsesseeetseseeeenteneeneene SSidey Bibc vencuat ta aap ss nadia eh Mae ei RistidusvccrivicelO points each. 
The unit’s models gain the Always Strikes First special rule. at 


j 


deeps, they are said to be 


A { erwyrms are one of the most ancient creatures to be found in the Old World, a distant kin to the mighty winged Dragons that once ruled the 
“" © skies, Loremasters believe that once their scaled forms swarmed in the primordial oceans of the Old World, but now they are rarely heard of save “2 


in the tales of embittered sailors who claim to have lost ships and crewmates to these beasts. : ii 
/ 


f 


All Merwyrms possess long, almost serpentine and sinuous bodies, covered in scales and corded with muscle, with four stubby limbs each tipped with 
razor-sharp claws: Unlike Dragons the more primitive Merwyrms do not possess wings, the lashing of their bodies serving to propel them through the 
deeps at great speed or with frightening gait across dry ground when their hunger takes them there to pursue prey, much to the dismay of any who 
believe they might be easily escaped by taking to the land. Merwyrms are also hardy and adaptable creatures, their bodies healing at a tremendous 
rate, fuelling their never ending hunger and endless 


search for food. 


he 


Merwyrms are most commonly found in the 
dangerous coastal waters of the Sea of Claws, 
and are bright silver-green and highly ; 
venomous. When food is scarce they have been 
known to assault coastal villages, devouring 
the inhabitants, but other rarer sub-breeds 
are known to exist such as the albino 
Pagowyrm which dwells in the frigid 
seas of Nagearoth, and the legendary 
black Sciowyrms found only the 
deepest ocean trenches. Masters 
of the primordial darkness 


that surrounds them in the 


one of the few creatures 
that dares to hunt the 
mighty Kraken. 
2 
MIS OBS avg TW. STA Type Unit Points 4 . 
Merwyrm 6 6 0 6 6 5 4 5 7 Monster 1 235 Si 
Pagowyrm 6 5 0 6 6 6 3 + 8 Monster 1 285 4 
Sciowyrm 6 7 0 7 7 ih 2 7 9 ~ Monster 1 390 ‘ 
re 
SPECIAL RULES (ALL) Powerful Tail: The Merwyrm’s mighty tail powers it through the ; 
Terror, Scaly Skin (3+), Regenerate (5+), Sea Creature, Powerful ocean, and on land it serves as a powerful weapon able to snap the 
Tail, Enfeebling Cold & Abyssal Cloak. bones of mighty beasts and shatter castle walls. ‘This is a single Tail , 
: attack taken at the Merwyrm’s Strength +2. : 
sPECIAL RULES (MERWYRM) : 
Poisonous Attacks Enfeebling Cold: The ocean’s chill follows the Pagowyrm onto the i s 
field of battle. Units attempting to charge the Pagowyrm subtract 
SPECIAL RULES (PAGOWYRM) -2" from-their charge distance. Also, enemy units in contact with the e 
'. Enfeebling Cold Pagowyrim subtract -1 from their Strength. 
SPECIAL RULES (SCIOWYRM) Abyssal Cloak: Crushing darkness surrounds the Sciowyrm in ee 
Abyssal Cloak battle. All ranged attacks against the Sciowyrm are made at -2 to hit, F A 
: and all enemy units in base contact with it suffer a -2 modifier to 1) ,? 


, 4) 
P 


their Leadership value if subject to psychology. 
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A Ld Troop Type ue Size 
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OPTIONS ee Bas St 


ey s » - ~ 4 ” _ ~~“ pres . . 
.  @ Insane Bloodlust ...cssssssssessessssssscessneseccessnssescensnuseeccessnsscecsssnusscccsnnusseccessnasecesssnnsseecssunssccensanasscnssennssesesennssseceseansscceseunssssssstanese LO /poini 
The ees boundless hate drives it into a 0 fury in combat. The Preyton gains : the Beary special 1 us i Be 
ae 


Forest nme cee ts. Ree ae OT ae 
Many Preyton have become adept hunters in their forested killing eae The Preyton gains the “Ambush deployment rae: and” 


Foreststrider special rule. 2, ; ay : PRIOR AS 
; f ee , 1a eee oe a . erie 


e- Filth Encrusted Scales.ssecscoesensseersorsnserceescsnnseres FS. Ghigo inane sveninatenntntnennnnnnsnnnin ‘Slaticceansean etek Aipolnreas 
The Preyton gains a5+ Seay Skin save. 


ae 


“SPECIAL RULES 37 Fe rec Seed i usta 
Impact hits (D3), Fly, Consuming Hatred, Endless Malice, ___ Endless Malice: Should a Holenon er on the winning side e: a doe 
Terror & Hatred. : ; ; combat then in order to pursue its foe it must first pass a Leadership _ 


“Z Rane 


test. If this test is failed then it will not pursue and. ingtead remains 


x : < 

ereeae Hatred: The Preyton despises itself almost as mucha as. __ stationary whilst it rends and tears at the fallen. _ Enemy units within | 

its foe. Any wounds it suffers during close combat are included in i: 10" and with a valid line of sight to the Preyton must take « a ‘Panic: i 
. player’ s own Combat pate score as well that of their PRR eto * test in the face ot the east s horrific display. 
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ur x (2 a Merovech of Couronne, Questing ‘Knight; Known as ‘Merovech the Black’ after the Gergana 
aon > : eee Estalian Chevauchee of the year 1538: ae. ; 
‘ —Sable, a Preyton Segreant, argent and flaunches gules. Rea 
Use of the Preyton as a heraldric pal allowed despite its debased nature with the ok Se 
example of Sir Corbus’s arms bearing a Preyton ene matriculated in 876. 4 
RES Extracted, 


An Ordinary of Arms containing a Register of Arms and Bearings of Bretinnia 
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Warpfire Dragons fuel their estrucriie: powers and maintain their tortured bodies by eae pure sega turning their bodies into v 
of arcane power. Only the mighty constitution of a Dragon could withstand the effect of so much concentrated energy and Chaotic taint without 
- pping itself to pieces; although upon their violent death the Loss of control often leads to a spectacular and explosive end-to these Dragons’ marauding. 
~The scarcity of warpstone in the Old World frequently leadls the Warpfire Dragons into conflict with the Skaven, assaulting their fortresses and digging — 
. out their burrows to get to their hoards of the tainted stone, although some will seek out the inhabitants of the Chaos Wastes or. the dark : holdfasts of 
the restless'dead in search of prey, or at least to devour creatures themselves tainted with foul magics to sustain them. It is also by the p promise of this 
‘most powerful and most malignant of materials — warpstone — that insane and arrogant Wizards bargain with Warpfire Dragons fr for their might 

in battle, for it is said these beasts are too quixotic and  factious even for the great binding scrolls to alone contain, ‘while their strange hunger to sor 
Mines to their true origin—the blasted Southern Wastes of | Chaos, a region legendarily inhabited by Daemons and beds Ss Ue the: Bek laden 


debris of Morrsleib’s: birth. 
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No ates. Dias Wis ever been sighted (by any that decried 1) that rivals the great size of the Old World’ 5 Emperor Dragons, So such 
monstrous creatures may exist somewhere in the trackless and unknown southern wastes, while the myths of far Cathay hold tales of daemon- ok : 
of the south, which may be one-and-the- -same to them. Some scholars theorise that some blasted region far away from the sight and knowledge of Man 
may be dominated by. these great wyrms, grown to such m massive proportions.on the glut of unharvested warpstone there that they rival legendary 
Kalgalanos the Black in size. If this were true it would | explain why many of the: pause” Warpfire ss make the long and ace “ee 

_ the Old World, escaping a land ruled by these eerrifyingly powerful creatures. ~ 
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ms M- WS BS’ 'S”. T. “Ww 
Young Warpfire Dragon 6 5 0 See SS 5 
| Warpfire Dragon 6 6 0 6 6 6 
| Great Warpfire Dragon 6, 7 0 7 Chat 
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SPECIAL RULES , ; 


; Fly, Scaly Skin (3+), Terror, Fachanted Attacks, Warpfire Aura, 


Explosive Demise, Warpfire Blass, Large hee & Waste (64). © ee: 


oa Warpare Alisa: Weupare Dragon exudes a baleful radiation that 
can kill by mere proximity, and distorts and deranges the flow of 
AB Es ‘the winds of magic in its vicinity. At the beginning of each Close 
Ss ~ Combat phase every model (friend or foe) within 3" of the Warpfire 
pees, must pass a Strength test or suffer a single wound. No 
Armour sayes may be taken against this. A Warpfire Dragon also 
oe : ees a4+ Ward save against weapons that have the Warpstone 
eapon rule, and in addition any magic spell directed against them 
will miscast on any roll of a double ‘I’ in addition to failing, as well 
as the usual double 6 (which also results in Irresistible Force). 


ks _ Explosive Demise: When a . Warpfire Dragon loses its final road 
ede (Ce « and is removed from the table, all models (friend or foe) within 

D6" are engulfed in a blast of magical energy. These models suffer 
awound [on a4+ from tee death of a Young Warpfire Dragon, 3+ 
ps Dragon and eae from a Great Warpfire Dragon. 
5 Soe ba cS taken ¢ as te against these wounds. Sree. 


throwing off abi ieee of baleful fire as they move, never still, ay twitching dl palin if tortured se rans unseen, 
Be gis CRS of: ek orystals. mar ye scaled skins and each individual hosts i its own n affliction and? minor eye of: limband hue hintii 


Sos ci lai touch. When paghts to battle the energy caged within Warpfire Dragons works upon those foes “bolic enough to close with them, leavi 
ey oh a burning carcass in its wake. When unleashed its breath is like no other Dragon's a coruscating blast of scintillating red- mae Hk Ss) that : 
burns their victims in. all-consuming Esig scorching even Spirits and creatures we magic. 
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A Ld Trooptype UnitSize Points” 
4 T= Monster f 1 . 285% 
Poy 8 ~~ Monster Le seen oD 
B 6089 Monster i UGA) Pe 
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Warpfire Blast: The boundless destructive energies ofa Warpfire 
Dragon enable it to unleash potent blasts of hellish power. This is 
shooting attack (rather than a standard Breath weapon) and t uses oni 
of the following profiles based on the Warpfire Dragon's age. The _ 
blast uses the round 3" template, which may be placed an here ‘e 
within range and line of sight of the Dragon. Roll the Artillery dice 
and Scatter dice to resolve where the blast lands. If a misfire is rolled, - 
the blast fails and the Warpfire Dragon suffers D3 wounds with no. 


armour save allowed. re sane at 


Range Strength Special Z eet 
Young Warpfire 6"-24" —3(5) eiulaple Wounds (03) oy 
Dragon ee 
Warpfire Dragon 6"-24"  4(6) Multiple Wounds (D3 iY, 
Great Warpfire SMe 
Dragon © 67-24" 57) Multiple Wounds (D3)* 
Pap 


“Against models with the Ethereal special rule or thik are. nee 
Daemons or Undead, this increases to Multiple Kg ha (D9). Ly: 


M WS BS S T Ww 
Young Magma Dragon 6 5 0 5 6 5 
Magma Dragon - . 6 6 0 6 7 6 
Great Magma Dragon 6 7 0 7 8 7 
Emperor Magma Dragon 8 8 0 10 ©) 9 


SPECIAL RULES 

Fly, Large Target, Immune to Psychology, Terror, Scaly Skin 
(4+), Regeneration (5+), Aura of Heat, Brimstone Fire & Largest 
of Monsters (Emperor Magma Dragon only). 


Aura of Heat: Magma Dragons.are creatures of raging volcanic fury 
and primordial power made flesh. They have a 2+ Ward save against 
flaming attacks and non-magical attacks directed against them have 
their Strength reduced by -1. 


I A Ld Trooptype UnitSize Points 

4 4 i Monster 1 275 

eS) 3} 8 Monster 1 335 

2 6 9 Monster 1 420 

1 8 10 Monster 1 690 
f ie 8 


Brimstone Fire: Magma Dragons breathe a sulphurous poisoned 
flame that inflicts horrific injuries and is said to be among the most - 
powerful of all Dragons’ deadly exhalations, blinding and burning® 
the great beasts that are often their prey. This breath weapon is equal 
in Strength to the Strength of the Magma Dragon and in addition 
any model wounded but notslain must passa Toughness test or. 
permanently lose -1 from its Toughness and Initiative scores. 


Magic (Emperor Dragon): Some of the most ancient Magma 
Dragons are mighty Wizards in their own right. An Emperor © ; 
Magma Dragon can have-up to 4 Wizard levels ata cost of 35 points 
per level. It may choose spells from the Lore of Fire. 
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‘A PANOPLY OF MONSTERS! 2 ’ ; Ne as eae a MS 
One of the great things about the rules for Bound Monsters and pacts is do this, and you can either simply use it ‘informally’ as a reference guide Where Kinship is shown, assume that you may have as many of these 
the ability it gives players to add diversity to their armies and use units and for inspiration, or you can use it more formally asa pattern foryour monsters as you like, within the limits of your Monsters and Magic : : ee 
they would never normally have access to in their battles. However, some games, particularly those scenarios found in this book where'the full sweep allowance. Where Binding Scroll is shown, the normal Bound Monster secsy es 
players may wish to more specifically theme the selection of monsters they of Storm of Magic rules are not in use. If you choose this latter option, locate limit applies, and where Abborrent is listed, then only a single example of 
use in their games to better fit in with their army and suit their collection your army on the chart and cross reference it with the monsters found in this this monster may be taken, regardless of the accompanying army’s size. 
of models. The following chart is designed as an optional extra to help you book and in the Storm of Magic book. Lee LIN ss es OY ; Z Sep : 3 BP i ihre 
‘ . c See eat om . ‘ i < Ve pre 3 ; ey ) . og : 4 * 6 PP aa: 
MONSTERS) BEASTMEN BRETONNIA —- DAEMONS OF CHAOS DARK ELVES DWARES HIGHELVES  ~—-LIZARDMEN _ "(OGRE KINGDOMS» ORCS & GOBLINS SKAVEN., THEEMPIRE — TOMBKINGS _ VAMPIRE/COUNTS WARRIORS OF CHAOS WOODELVES ~ CHAOS DWARI 
+ Chaos Siege Giant Binding Scroll Abhorrent Binding Scroll Abhorrent Abhorrent Abhorrent Abhorrent Binding Scroll Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Kinship ; Abhorrent Kinship 
: : Carmine Dragon Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll - * Binding Scroll ne ‘Binding Scroll ' Binding Scroll - Binding Screll_ | * Binding Scroll- Binding Scroll Binding Scroll Binding Scroll Binding Scroll - Binding Scroll 
not . Toad Dragon Binding Scroll Abhorrent Kinship Abhorrent Abhorrent Abhorrent Abhorrent ; Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Kinship Abhorrent Binding Scroll 
a Bile Trolls Kinship Abhorrent Binding Scroll Abhorrent Abhorrent Abhorrent™ Abhorrent ‘ Abhorrent x Bindin 2 Scroll Abhortent Abhorrent Abhorrent Abhorrent Kinship Abhorrent Binding Scroll” 
Kdaai Destroyer Binding Scroll Abhorrent Binding Scroll Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent _ Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Binding Scroll Abhorrent Kinship 
z Kdaai Fireborn Binding Scroll Abhorrent Binding Scroll Abhorrent Abhorrent Abhorrent “ Abhorrent ~ 7 Abhorrent re bhorrent » Abhorrent Abhorrent © * Abhorrent - . Abhorrent © Binding Scroll 3 Abhofrent ; 
Bale Taurus Binding Scroll Abhorrent Binding Scroll Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Binding Scroll Abhorrent 
Colossal Squig Binding Scroll Abhorrent Abhorrent Abhorrent Abhorrent ‘ Abhorrent Abhorrent Binding Scroll _» Kinship Abhorrent Pay Abhorrent Abhorrent _ ; a Abhorrent Abhorrent Abhorrent _ vs _ + Binding Scroll 
Elemental of Death Binding Scroll Abhorrent Binding Scroll Binding Scroll Abhorrent Binding Scroll Binding Scroll Binding Scroll Abhorrent Abhorrent Binding Scroll Abhorrent Binding Scroll Binding Scroll Abhorrent Binding Scroll 
Elemental of Fire Binding Scroll Abhorrent Binding Scroll Abhorrent ’ Abhorrent Binding Scroll Binding Scroll , _. Binding Scroll ue ~ Abhorrent 4 Abhorrent Binding Scroll Abhorrent ~ Abhorrent B Binding Scroll Abhorrent ~~ Binding Scroll oat 
Elemental of Beasts Binding Scroll Abhorrent Binding Scroll Abhorrent Abhorrent Binding Scroll Binding Scroll Binding Scroll Abhorrent Abhorrent Binding Scroll Abhorrent Abhorrent Binding Scroll Binding Scroll Abhorrent 
- Exalted Vermin Lord Abhorrent ~ Abhorrent Binding Scroll Abhorrent Abhorrent Abhorrent Abhorrent _. Abhorrent Abhorrent © Kinship Abhorrent Abhorrent Abhorrent Abhorrent _ Abhorrent a Abhorrent 
~ Brood Horror Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent : Abhorrent Abhorrent Abhorrent Abhorrent Kinship Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent - Abhorrent 
Basilisk Binding Scroll Binding Scroll Binding Scroll Binding Scrol Binding Scroll Binding Scroll Binding Scroll _ Binding Scroll _ Binding Scroll Binding Scroll : Binding Scroll _ Binding Scroll 2 $i Binding Scroll Binding Scroll = Binding Scroll >»  » Binding Scroll 
Necrofex Colossus Abhorrent Abhorrent Binding Scroll Binding Scroll Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Binding Scroll Abhorrent Abhorrent Kinship Binding Scroll Abhorrent Binding Scroll 
Dread Maw Binding Scroll Binding Scroll Binding Scroll Binding Scrol Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll ©. Binding Scroll _ Binding Scroll. Binding Scroll Binding Scroll _  Binding’Scroll _ Binding Scroll ~*~ Binding Scroll ie =e 
Mourngul Binding Scroll Abhorrent Binding Scroll Binding Scroll Abhorrent Abhorrent Abhorrent Binding Scroll Abhorrent Binding Scroll Abhorrent Binding Scroll Kinship Binding Scroll Abhorrent Binding Scroll : 
Wolf Rats Binding Scroll Abhorrent Binding Scroll Binding Scrol Abhorrent Abhorrent Abhorrent f a Binding Scroll Abhorrent Kinship Kinship — ; Abhorrent Binding Scroll Binding Scroll ~ * Abhorrent ; : if, Binding Scfoll ye i 
Curs’d Ettin Kinship Abhorrent Binding Scroll Binding Scroll Abhorrent Abhorrent Abhorrent Binding Scroll Binding Scroll Binding Scroll Abhorrent Abhorrent Binding Scroll Kinship Abhorrent Binding Scroll 
Fimir Warriors Kinship . Abhorrent -__ Binding Scroll Binding Scrol Abhorrent Abhorrent Abhorrent Binding Scroll . Binding Scroll Binding Scroll Abhorrent Abhorrent Kinship Kinship : Binding Scroll” _. Binding Scroll ‘ 
Khemric Titan Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Kinship Binding Scroll Abhorrent Abhorrent Abhorrent 
_* Dread Saurian - Binding Scroll Binding Scroll Binding Scroll Binding Scrol Abhorrent Binding Scroll Kinship Binding Scroll ~ ° © Binding Scroll Binding Scroll Binding Scroll Abhorrent , Binding Scroll Binding Scroll +» Abhorrent 7 Binding Scroll , 
Merwyrm Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Kinship Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Abhorrent Binding Scroll Binding Scroll Binding Scroll Binding Scroll 
Preyton Kinship Abhorrent Binding Scroll Binding Scroll Abhorrent Abhorrent Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll . Abhorrent Binding Scroll Binding Scroll | _ i Binding Scroll. * ; Binding Scroll 
Arcane Phoenix Abhorrent Binding Scroll Abhorrent Abhorrent Abhorrent Kinship Binding Scroll Abhorrent Abhorrent Abhorrent Binding Scroll Abhorrent Abhorrent Abhorrent Binding Scroll Abhorrent 
Bull Centaur Renders Binding Scroll ~ Abhorrent * Binding Scroll Abhorrent Abhorrent ~ Abhorrent ; Abhorrent > Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Binding Scroll x Abhorrent -— % Kinship rare 
Warpfire Dragon Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll 
Magma Dragon Binding Scroll. Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll _ Binding Scroll Abhorrent iy. Binding Scroll Binding Scroll ¥ Binding Scroll Binding Scroll Binding Scroll , Binding Scroll 
jf. Shard Dragon Binding Scroll Abhorrent Binding Scroll Binding Scroll Kinship Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Abhorrent Abhorrent Binding Scroll Binding Scroll Abhorrent Binding Scroll 
Skin Wolves : Kinship - Abhorrent Binding Scroll Binding Scrol Abhorrent Abhorrent i Abhorrent Abhorrent Abhorrent Abhorrent ~ Abhorrent * Abhorrent Binding Scroll c Kinship Abhorrent_ 5 ti Binding Scroll : 
: Rogue Idol of Gork Binding Scroll Abhorrent Binding Scroll Binding Scroll Abhorrent Abhorrent Abhorrent Binding Scroll Kinship Binding Scroll Abhorrent Abhorrent Abhorrent Binding Scroll Abhorrent Binding Scroll 
¥ 4 Bonegrinder Giant - Kinship Binding Scroll : Binding Scroll Binding Scroll Binding Scroll A Binding Scroll Binding Scroll Kinship Kinship Binding Scroll * Binding Scroll Abhorrent_ Binding Scroll ~ Kinship Binding Scroll Binding Scroll” ; 
aan ? Carnosaurs Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Kinship Binding Scroll Binding Scroll Binding Scroll Binding Scroll Abhorrent Binding Scroll Binding Scroll Binding Scroll ; Binding Scroll 
re. Chaos Dragon © Kinship Abhorrent Kinship Binding Scrol Abhorrent Abhorrent Abhorrent : » Binding Scroll Binding Scroll Binding Scroll 4 Abhorrent Abhorrent Binding Scroll Kinship Abhorrent Binding Séroll 
ia Chaos Spawn Kinship Abhorrent Kinship Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Binding Scroll Abhorrent Abhorrent Abhorrent Kinship Abhorrent Binding Scroll 
es Chaos Warhounds ’ Kinship « Abhorrent ‘ Kinship Binding Scroll Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Binding Scroll Abhorrent Abhorrent Abhorrent ~~ Kinship Abhorrent Binding Scroll — 
a >. Chaos War Mammoth — Kinship Abhorrent Kinship Binding Scroll Abhorrent Abhorrent Abhorrent Binding Scroll Binding Scroll Binding Scroll Abhorrent Abhorrent Abhorrent Kinship Abhorrent Binding Scroll 
me Chimera ‘ ‘ Kinship Binding Scroll Binding Scroll Binding Scroll Binding Scroll ~ a Binding Scroll Binding Scroll d Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll *~ Binding Scroll Binding Scroll Binding Scroll Binding Scroll. 
Cockatrice Kinship Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll 
Cold Ones Binding Scroll Abhorrent Binding Scroll Kinship Abhorrent Abhorrent Kinship - Binding Scroll Binding Scroll , Binding Scroll... ~ Binding Scroll . . Abhorrent Abhorrent ’ Binding Scroll | Abhorrent . Abhorrent 
, Cygor : Kinship Abhorrent Binding Scroll Binding Scroll Abhorrent Abhorrent Abhorrent Binding Scroll Binding Scroll Binding Scroll Abhorrent Abhorrent Abhorrent Binding Scroll : Abhorrent Binding Scroll 
~ a j ‘ ‘Dark Emissary. Binding Scroll Abhorrent Binding Scroll Binding Scrol Abhorrent : . Abhorrent Abhorrent . . Binding Scroll Binding Scroll _ Binding Scroll Abhorrent Binding Scroll Binding Scroll Binding Scroll Binding Scroll ae Binding Scroll 
; Dragon Ogre Kinship Abhorrent Binding Scroll Binding Scroll Abhorrent Abhorrent Abhorrent Binding Scroll Binding Scroll Binding Scroll Abhorrent Abhorrent Binding Scroll Binding Scroll Abhorrent Binding Scroll 
sia Dragon Kinship Kinship Kinship Kinship ~ Kinship Kinship - Kinship * : pass ~ Kinship Kinship Kinship Kinship ~ Kinship : _ Kinship Kinship Kinship Bs Kinship 
“| Bxalted Bloodthirster Binding Scroll Abhorrent Kinship Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent ‘ Abhorrent Binding Scroll Abhorrent Binding Scroll 
Exalted Great Unclean One Binding Scroll Abhorrent Kinship Abhorrent - Abhorrent Abhorrent z _ ~ Abhorrent ; . - Abhorrent Abhorrent _ Abhorrent 5 Abhorrent ‘Abhorrent Abhorrent Binding Scroll Abhorrent - Binding Scroll Rs 
Exalted Keeper of Secrets Binding Scroll Abhorrent Kinship Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Binding Scroll Abhorrent Binding Scroll 
; Exalted Lord of Change Binding Scroll Abhorrent Kinship Abhorrent Abhorrent Abhorrent r Abhorrent. ” Saw, ~ Abhorrent Abhorrent » Abhorrent = Abhorrent Z Abhotrent S Abhorrent s Binding Scroll Abhorrent_ Binding Scroll 
; Fenbeast Binding Scroll Binding Scroll Binding Scroll Binding Scroll Abhorrent Binding Scroll Binding Scroll ; Binding Scroll Binding Scroll Binding Scroll Binding Scroll Abhorrent Binding Scroll Binding Scroll Binding Scroll Binding Scroll : 
Fimir Balefiend — ; * Kinship Abhorrent Kinship Binding Scroll 5 Abhorrent Abhortent Abhorrent < ~~ Binding Scroll Binding Scroll __ Binding Scroll Abhorrent “Abhorrent Binding Scroll Kinship Binding Scroll : Binding Scroll oes 
s Ghorgon Kinship Abhorrent Binding Scroll Binding Scroll Abhorrent Abhorrent Abhorrent Binding Scroll Binding Scroll Binding Scroll Abhorrent Abhorrent Binding Scroll Kinship Abhorrent Binding Scroll 
, Giant oe . Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll . 4 Binding Scroll ~ Binding Scroll Binding Scroll Binding Scroll Binding Scroll __. Banding Scroll Binding Scroll — ~ Binding Scroll Binding Scroll — ; 
f Giant Spined Chaos Beast Kinship Abhorrent Kinship Binding Scroll Abhorrent Abhorrent Abhorrent Abhorrent Abhorrent Binding Scroll Abhorrent Abhorrent Abhorrent Kinship Abhorrent Binding Scroll 
Great Eagles p ~ — Abhorrent Binding Scroll Abhorrent Abhorrent Binding Scroll - Kinship Binding Scroll Abhorrent Abhorrent Abhorrent Binding Scroll ° ‘Abhorrent Abhorrent ~ Abhorrent Kinship ; Abhorrent oe 
_ Great Stags Abhorrent Binding Scroll Abhorrent Abhorrent Binding Scroll Kinship Binding Scroll Abhorrent Abhorrent Abhorrent Binding Scroll Abhorrent Abhorrent Abhorrent Kinship Abhorrent 
é ., - Great Taurus hx Binding Scroll Abhorrent Binding Scroll Binding Scroll Abhorrent ; Abhorrent Abhorrent “Abhorrent ~.  Abhorrent Abhorrent Abhorrent > Abhorrent Abhorrent Binding Scroll. Abhorrent Kinship — re 
. Griffon Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Kinship Abhorrent Binding Scroll Binding Scroll Binding Scroll Binding Scroll 
- Harpies AS . Kinship ~ Abhorrent Binding Scroll eyes Kinship Abhorrent Abhorrent Abhorrent Binding Scroll . ' Binding Scroll Binding Scroll Abhorrent Abhorrent Binding Scroll Binding Scroll Binding Scroll "Binding Scroll : 
ty Hippogryph ‘Binding Scroll Kinship Binding Scroll ; o Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Abhorrent Binding Scroll Binding Scroll Binding Scroll Binding Scroll 
. Hydra Binding Scroll Binding Scroll Binding Scroll Oss Kinship | ‘Binding Scroll . Binding Scroll * Binding Scro! Binding Scroll ~ * Binding Scroll Binding Scroll Binding Scroll Abhorrent Binding Scroll Binding Scroll Binding Scroll Binding Scroll” 
Lammasu Binding Scroll Binding Scroll ; Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll : Binding Scroll Binding Scroll Binding Scroll Binding Scroll 
_ Manticore Binding Scroll Binding Scroll Binding Scroll Binding Scroll Binding Scroll ‘ Binding Scroll Binding Scro! Binding Scroll . Binding Scroll _ ; Binding Scroll Binding Scroll Binding Scroll | Binding Scroll Binding Scroll Binding Scroll Binding Scroll. 
Pegasus > Abhorrent Kinship Abhorrent Abhorrent Binding Scroll Kinship Binding Scroll Abhorrent Abhorrent Abhorrent Kinship Abhorrent Abhorrent Abhorrent Kinship Abhorrent 
~ Plague Toads Binding Scroll Abhorrent Kinship Binding Scroll . Abhorrent A Abhorrent Abhorrent Binding Scroll ; Abhorrent . Binding Scroll Abhorrent Abhorrent Abhorrent Kinship - Abhorrent _ Binding Scroll Y : 
Razorgor Herd : Kinship Abhorrent Binding Scroll Binding Scroll Abhorrent Abhorrent Abhorrent Binding Scroll Binding Scroll Binding Scroll Abhorrent Abhorrent Binding Scroll Binding Scroll Binding Scroll Binding Scroll 
Rhinox . Binding Scroll *— Abhorrent Abhorrent Binding Scroll Binding Scroll Binding Scroll Binding Scroll +2: Kinship Binding Scroll . Binding Scroll Binding Scroll Abhorrent Abhorrent Binding Scroll Binding Scroll Binding Scrofl : 
Sabretusks Binding Scroll Abhorrent Abhorrent Binding Scroll Abhorrent Binding Scroll Binding Scroll Kinship Binding Scroll Binding Scroll Binding Scroll 5 Abhorrent Binding Scroll Binding Scroll Binding Scroll Binding Scroll 
E ‘Spiders : _ Kinship Abhorrent ; Binding Scroll Binding Scroll Abhorrent 2 Abhorrent 3 Binding Scroll . : Binding Scroll Kinship. Binding Scroll Abhorrent ~ Binding Scroll Binding Scroll Binding Scroll Binding Scroll ~~ _—~ Binding Scroll — 
~~» Stegadon : : Binding Scroll Binding Scroll Abhorrent Binding Scroll Binding Scroll Binding Scroll Kinship Binding Scroll Binding Scroll Binding Scroll Binding Scroll Abhorrent Abhorrent Binding Scroll Binding Scroll Binding Scroll 
{Trolls Kinship % Abhorrent _ Binding Scroll Binding Scroll Abhorrent Abhorrent ~ Abhorrent ~~ Binding Scroll Kinship.» Binding Scroll “ Abhorrent __ Abhorrent Binding Scroll Kinship Binding Scroll” “Binding Scroll . 
Truthsayer ‘WABKOHEHE Kinship Abhorrent -Abhorrent Kinship Kinship Kinship Binding Scroll Abhorrent 5 Abhorrent Kinship ; Abhorrent Abhorrent Abhorrent Binding Scroll Abhorrent 
Us oR Abhorrent a Kinship Abhorrent Abhorrent Binding Scrolls. Kinship Binding Scroll ¢ : “— Abhorrent’ —_ * Abhorrent ~ « Abhorrent Binding Scroll Abhorrent Abhorrent Abhorrent Kinship “5. Abhorrent 
War Lions of Chrace Abhorrent Binding Scroll Abhorrent Abhorrent Binding Scroll Kinship Abhorrent Abhorrent Abhorrent Abhorrent Binding Scroll Abhorrent Abhorrent Abhorrent Binding Scroll Abhorrent 
Wyv Kinship ~ Binding Scroll Binding Scroll Binding Scroll Binding Scroll" Binding Scroll Binding Scroll Binding Scroll Kinship, _ Binding Scroll Binding Scroll Abhorrent Binding Scroll Kinship _ Binding Scroll) Binding Scroll 
Binding Scroll Abhorrent Binding Scroll Binding Scroll Abhorrent Abhorrent Abhorrent Kinship Binding Scroll - Binding Scroll Abhorrent ~ Abhorrent Binding Scroll Binding Scroll Binding Scroll Binding Scroll 
sftp Binding Scroll, 3 Binding Scroll Abhorrent Abhorrent » Binding Scroll | ~ i Binding Scroll Binding Scroll . Abhorrent se --Abhorrent ¢ Abhorrent Binding Scroll Abhorrent Abhorrent ~_ Abhorrent yt Binding Scroll. x : Abhi rent 
s y ~ * 


